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Dan Silva's infErest id computerE and computer graphics dates back to 
the early sixties, when he was working towards his Master's degree in 
Mechanical Engineering at Stanford University. At that time he was 
u^ing a coinputGT to synthesize kinematic linkages, such as robot arms 
and universal joints. Like most computer programmers during that 
time, Dan was using the computer to avoid computational tedium^ 
with no inkling that it would one day become a tool for self-expression 
and creativity. 

He began to realize the computer's potential for creative self- 
expression during his four years with Informatics, a contractor to the 
NASA Ames laboratory. During his spare time there, Dan wrote an 
interactive language for displaying mathematical equations as 
graphic images. Like many computer programming pioneers, Dan did 
his most interesting work after hours, when the computers would 
otherwise have been sitting idle. 

It was in 1978, when he started working for Xerox [doing user interface 
design for the Xerox Star system)^ that Dan realized he could make a 
living having fun with computers. There followed a year at the newly 
formed computer group al Luca^film designing a video editorj. and then 
hack to Xerox, where he worked with Bill Bowman creating a next- 
generation bitmap editor. This effort produced Doodle, a Black and 
Whi tc pai nt program running on the Xerox Dandelion compu ter . 

By the time Dan joined Electronic Arts in 19S3, he had a clear idea of 
how the ideal paint program should behave. With this iri mind, he 
started work on Prism^ a paint program that was to be an in-house tool 
for software development. Needless to say, as Prism grew, so did its 
marketplace poten tial, especially wi ih the a d vent of new color- 
graphics-oriented computers DeluxePaint was released in November^ 
19^ for the Commodore Amiga; and Dan started work on DeluxePainl 
n almost immediately, Ttiis version of DeltixePainl II been 
adaptsi to take full advantage of the capabilities of Apple's 
powerful new lIGS computer. 

Dan and Patricia live in Mill Valley^ California with their iS-year 
old cat Pansy. Dan takes advantage of long compile times to keep in 
practice on the piano and guitar, and enjoys hiking bicycling, and 
playing Go. 
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As a registered owner of DeluxePaint II, yau are Gntilled lo receive fuliire 
upgrades of the product for a noTninal cosL This Certificate is your proof 
of ownenhip, and allows you to tELke advantage of future upgrades- Be 
careful not to lose it. Upgrades could include enhancements or 
r'afinements for increased pow^r, efficiency and features. 

Do not send this Certificate until you aje notified. 



At the appropriate titue^ we will notify you about an upgrade to this 

product, and invite you to send in tKia Certificate to receive your 
upgrade. Oecause we can notify only registered owners, make sure you 
send in the Registration Card included with your package. 

This Certificate is provided for the use of registered DeluxePaint H 
owners only. No photocopies or facsimiles will be accepted. 
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INTRODUCTION 



Welcome to th£ urorld of computer-generated art. DeJuxePaint is a 
graphics tod that can help you create woris of art uiiith an ease and 
preckhn that you may never tmve thought possible. After spending a 
little tiwe with this Tnanual, you wtU be able to create colorful 
graphics in a fraction of the time it would take you. using more 
tradiliomt tediniques. Yott witl learn haw to create perspecUve 
effects, hifw to create and save your own custom brushes, how to mix 
your own color palette from a universe of 4096 passible colors, and kow 
to create simple but elective on-scT&n animations, to nsTne just a feza 
of DeluxePaint's powerful features^ 
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You di>n't have to read every word pf this manual to become a 
proficient DcluxePaint user. We have organized the information so 
you can find what you need quickly and easily, and in a form best 
suited lo your style. For example, you can learn by working thronugh 
the tutorials in Chapter Three, or you can dive right in, and refer to 
Chapter Four^ Ihe reference section^ for answering any questions that 
might arise. At the very least, however, you should read the section 
entitled "About This Manual' at the end of this [introduction, hg you 
will know where to find the information you need. After that, you 
should feel free to use the manual as you see fit. Rcmembpr, however, 
that the more you read, the more you will get out of the program. 
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WHY COMPUTER GRAPHICS? 



If you are new to computers or computer graphics^ you may wonder 
what advantages DelnxePaSnt can provide over the more traditional 
media. To begin wiEh^ DeluxePaint does not pretend to be a substitute 
for every Idnd of graphic medium. After all, there will always be a 
place for fine oils on canvas^ oi for sculptures fashioned from Italiaft 
marble What DeluxeFainl can do, however, is help you create 
prototypes of your designs quickly and easily, letting you move from 
uispiTation to execution in minutes instead of hours, Indeed^ if 
Leonardo Da Vinci were alive today, he would probably be using 
DeluxeFaint to design his masterpieces and inventionB. And if eo, h^ 
reasons would undoubtedly include the following: 

First, DeluxeFaini lets you do things that would be diffioilt if not 
impossible, using h*aditional methods^ For example, you can pick up 
any part of a picture and rotate it or flip it to create its mirror image. 
You can shrink and expand an image on the screen until it is just the 
right sixe, and then place it where it looks just right. Or you can 
create a mathematicaHy precise color range just by specifying the 
beginning and ending shades and the number of steps in between. 

Second, DeluxePain* is just like a word processor for graphic art. You 
can move images from one part of the picture to another, or you can 
copy an image and paste it in various places in your picture. You can 
create a forest of leaves just by drawing a single leaf and pasting it 
throughout your picture, or you can create clumps of leaves and paste 
those thjougbout your picture. In additiorv yo" make global 
changes to your artwork with ease. For example, if you decide that 
the blue border around a picture should be red, or that the flesh tones 
should contain a shade more tan, you can make the changes for the 
entire picture at one lime, without having to do it element by element. 
Having created an clement once, you don't need to create it a second 
time if all you want to do is change one or more of its characteristics. 
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Thirds because you can save all your work on disk, you can build up a 
library of images or clip art to use in futiife designs, without having to 
create everything from scratch each Kme. And because you can save 
versions of your picture as you go, you can always return to an earlier 
state of a design and pick it up from there, if you like. Finally, 
because you can print as many originals of a picture as you need, or 
niake urUimited copies of your data disks with no degradation from 
one generation to the next, there need never be just one original of a 
picture to lose or spill coffee on. 

Because of DetwtePaints ability to take you beyond h^ditiona] 
media, you will find yourself dev^oping a "new way of seeing," a new 
approach to graphic art. Beginning land^ape artists are sometimes 
advised to view the scene upside down between iheir legs to eliminate 
any extraneous factors brought about by past associations. In a similar 
fashion (although you may not want to go so far as to stand on your 
head), you can save yourself hours of tedium by finding new and more 
efficient ways to create old effects. We will be exploring some of these 
techniques in Chapter Three, but after a little experience you will be 
able to come up with your own. DelujeePainI is the kind of software 
that invites experimentation, so you should feel free to play around 
with its various tools and effects. Remember^ you can't hurt anything 
by experimenting with the software, and you may even discover an 
artistic side you never knew you had. 
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ABOUT THIS MANUAL 



If you arc new to cotfipuler graphics, we surest you begin with 
Chapter One, "A Cuidcd Tour/ where you will be introduced to 
computer graphics and tn DeEuxePainE s fundamentals. There you will 
learn how to start the program and how to save and load your pictures. 
You will also learn about some of DeluKePainfs tools and techniques 
through simple exorcises, U you are a beginning computer graphics 
artist, you will get the most out of the program by starting there. 

If you already have some experience with graphics programs, you may 
want to begin with Chapter Two, 'The Elements," which descnbes 
each of DeluxePaint's elements and explains how they interrelate. 
Each of the six elements {the Brushes, the Screen^, the Palette, the 
Tools, the Painting Modes, and Text) work together to g;ive you the 
power and versatililty you need. There you will learn how to create 
your own brushes, how to mix your own palette from a universe of 4096 
colors, how to customize tools, and how to mix text and graphics. 

No matter what your level of expertise, Chapter Three, "Tutorials," 
will help you understand some of DeluxePiint's more complex 
features* These tutorials, designed with the assistance of professional 
DeluxcPflint artists, concenhate on the more advanced uses of the 
program, such as the use of stencils, color mixing, perspective, and 
color cycling to create simple animation effects. The short time you 
invest working through the se tu torials wi II pay off wi th i nteres t 
when you become a proficient Deluxe Paint artist 

If you are already familiar with DeluxePaint, or if you prefer to jump 
straight in wi thout read i ng the docrnnen 1^ lion, Chapter Four, 
"Reference" can answer any questions you may have. Chapter Four 
documents every one of DeluxePainl's features by menu item, keyboard 
command, and tool icon. If you need a quick reference to any of 
DeluxePaint's features, you can find it there. 
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CHAPTER ONE: A GUIDED TOUR 



DeiuxePaint has much to offer any user, whether amateur or 
projessitmal. If you pre new to computer grirphics and to DeiuxePaint, 
this section will introduce you to the tiew graphic medium through 
Sfmpie step-by-step exercises. Here you'll learn kou/ to create same 
simple designs using the built-in brushes and tools, and how to save a 
picture Onto a data disk, 

n GETTING STARTED 



SOFTWARE 

Your DeiuxePaint package contains two di&ks: 1) the program disk and 
2) the twnus art disk. The program disk contains the instmcltons that 
tell the computer lo behave like a graphics workstation. The bonus art 
disk contains data fa collection of sample images). These images arc 
stored in a collection of folders. As wc shall see shortly^ you access 
these images by first selecting the folder, and then selecting the 
image. You'll use some of the images on the art disk as you work 
through the exercises in this manual. 



HARDWARE 

To use DElux^Faint you will need a IlGS, a monitor, one or two disk 
drives^ and some initialized blank disks for saving your work. 
Finally^ If you intend lo print the files you create, you will peed a 
printer. Consult the ScUirg Up Your Apple lEGS manual for 
information about connarting printers and other pmpherals to the 
IlGS. 



ORGANIZING YOUR DISKS 

We assume that you alri^ady know how to initialize disks (also called 
formatting), copy disks, dolctc files, and move files from one disk to 
another. If not, we suggest you consult your JIGS documentation before 
going any further. 



1.1 



CHAPTEROt^E: AGUIDEDTOUR 



I 



The first thing you should do i& to make one or more working copies of 
your DeluxePalnt disk to reduce the chance of anything happening to 
the original. You will also need to have one or more blank initialized 
data disks handy for saving your pictures, brushes, and stcndls. 



POWER UP 



When you arc ready to go, just follow those instructions: 

Insert your working copy of DeluxePainl and him on yorur computer 
and monitor. 

If you are using a two-drive system, put your working copy of the 
program in drive 1 and the original in the drive 2; after the program 
has loaded, you can eject the original and replace it with the 
DeluiePaint artdisk or your own iuilialii^ed data disk. 

If you are using a single drive, you will receive a message asking you to 
insert the original disk. In that case, eject the copy and insert the 
original program disk. This process (which is known as the keydisk 
system because the original disk is the key" that unlocks the system) 
allows DeluxePainl to read a code from the original disk to make sure 
that your copy is legitimate. When the drive stops spinning, eject the 
original and put it back Into storage. You won't be needing it again for 
the rest of the sossinn. 

Starting DeluxePaint using a working copy saves wear and tear on your 
original program disk. However, if you prefer, you can start with the 
original disk in the drive, and replace it with the copy when the 
program has loaded. 

When the program has finished loading, you'll see the DduxePaint 
Painting Screen, with the painting area on the left, the Menu Bar on 
the top, and the Toolbox and Palette on the right. Figure l.I below 
abo shows the optional Info Bar at the bottom of the screen. Those 
screen components are described in the rest of this chapter and in 
Chapter 2. 

Note: [f you are using a Desktop with DduxePaint> load DeluxeFainl 
as you would any other IlGS application. 
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Figure l.I. The Painting Screon 



If this is your first time using DetuxeFaint, wc recommend you work 
through the following section, where you will leam how lo use many 
of DeluxePaint's tools and techniques. 



I GETTING ACQUAINTED 



THE PALETTE 



The Palette, the selection of 16 shades {two columns of eight shades 
each) at the bottom right-hand corner of the screen contains a 
representation of the color spectrum. (Sometimes we'll refer to this 
Palette as the main Palette,) Mole that the painting area to the left 
of the Palette is white, Ttiis is the default background or j)&ge color, 
so called because it is the color of the imaginary "page" you are 
painting on. If you were to paint with the background color directly 
ontn the background, it would appear to have no effect, as if you were 
putting white painl onto a white canvas. As we shall see in a moment, 
painting with the background color is a way of erasing an image on the 
page. 
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Directly above the Palette is Ihe Color Indicator, a rectangle of one 
color inside a rectangle of another color. The inner rectangle shows the 
prtground or brush color — the palette color that your brush is 
currently loaded with- You can change this color at any time by 
clicking one of the other colors in the Palette with the mouse button. 
Try it. Move the pointer lo one of the colors in the Palette and cliclc. 
Mote that the inner rectangle in the Color Indicator changes to show 
the new brush color. Click the other colors and see how the rectangle 
changes each time. 

The outer rectangle in the Color Indicator shows the current 
background color. To change the background color, move the pointer to 
one of the colors in the Palette, hold down the Command key at the 
bottom left of the keyboard, and click with the mouse button. (In this 
manual, we will refer to this as Command-clicking.) Note that 
although the outer rectangle in the Color [ndicator is now filled with 
the new background color, the painting area itself is still the old 
background color. This is because DeluxeFaint assumes that you want 
to maintain the old background color as a "wash" over the new 
background color, and will keep it there until you clear the painting 
area. Try it now; Click the button labeled CLR directly above the 
Palette. This clears the screen of the old background color and 
replaces it with the new one. 

Above the Palctto is the Toolbox, which consists of a number of squares 
containing tools for creating your artwork fsuch as brushes of various 
widths and shapes that you draw with). Before you do anything els*, 
let's gel acquainted with one of the most important tools in the 
Toolbox, the Undo button. Located to the left of the CLR button, the 
Undo button will generally "undo" your last action, and is a hedge 
against potentially disastrous mouse clicks and key presses. Click 
Undo now to bring back the old background color. As a general rule. 
Undo reverses your last action, provided there has not been an 
intervening mouse click; so if you were to click CLR twice^ for example, 
clicking Undo would not reverse the Gear command. 
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Figure 1^ Toolbox and Palette 
PAINTING WITH THE MOUSE 

Now that we've seen how to choose colors from the Palette, !et's put 
brush to "papei" and create our first drawing. Select a foregroand and 
a background color by clicking and Com mand-cli eking on the palette. 
Choose contrasting colors^ such as blue /or the foreground and yellow 
for the background. Click CLR to cover your page with the background 
color. 
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Move the pointer to the top right square in the Toolbox and dick on 
the brush in the top right corner. Then move the pointer over to the 
page (where it turns into a crosshair) and, while holding down the 
mouse button, draw a figure on the screen. Don't worry about quality 
for the moment — a squiggly lint or & rough circle will do. Now hold 
down the Command key and the mouse button and draw over your first 
figure. This has the effect of erasing your drawing, although what 
you are actually doing is painting over it with the background color. 
The rule here is simple: press the mouse button for painting with the 
brush color^ and press the Command key and the mouse button for 
painting with the background color. Notice that this parallels the 
rule we noted above for selecting colors from the Palette: select the 
brush color by clicking with the mouse button and the background color 
by CommaTid<licking wi th the mouse button. 

Practice drawing with the mouse for a while. Remember^ you can 
always click Undo to reverse your last action, or CLR to clear the 
screen and start afresh. As soon as you're ready, let's move on to the 
next section, where we will be examining DeluicePfliiil's collection of 
brushes and tools. 



THE TOOLBOX 



THE BUILT-IN BRUSHES 

DeliiXcFaml includes ten built-in brushes at the lop of the Toolbox 
{refer to Figure 1^): four round ones, four square oncs^ and two made up 
of a number of separate pixels, (Pbcels, short for picture elements, are 
the small dots that make up the DeluxePalnt screen. These are the 
building blocks with which you create all artwork.) To select a brush, 
move the pointer to one of the brush shapes and click with the mouse 
button. Note that clicking a brush shape highlights it, indicating 
that it is the currently selected brush. As we shall see, this convention 
applies to al 1 the other tools as well. 

With your new brush selected, go ahead and paint as before, pressing 
the mouse button to draw with the brush color and Command-pressing 
the mouse button to draw Cor erase) with the background color. If you 
haven't already done so, hy the three- and five-pixel brushes (the 
ones below the eight solid brushes) and see what they can do. In the 
next section we wiH be looking at the other drawing tools and seeing 
how they interact with the brushes. 
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THE TOOLS 

The ten icons below the brushes (in two columns of five) control the 
drawing tools that work in combination wUh the brushes and the 
Palelle. Because any brush can operate with any givon totil, you have 
a wide variety of brush combinations at your fingertips. To caned one 
tooL simply select another one We'll describe the tools in order, 
moving left to right and top to bottom; 

THE DOTTED FREEHAND TOOL allows fast freehand drawing. Mo 
matter how fast you draw with this loot it keeps up with you, making 
if ideal for sketching out a shape qukkly before concentrating on the 
intricate details. Nofe^ however, that the faster you go, the bigger 
the gaps in your drawing. Once you have roughed out a shape with 
the Dotted Freehand fool, you can then refine your imago using same of 
the other tools at your disposal Try drawing with it using some of the 
other brushes to geta feeling for how it works. 

THE CONTINUOUS FREEHAND TOOL. B<>cause it produces 
unbroken linos, but may not keep up with you if you draw quickly, the 
Continuous Freehand tool is better suited for slower, more painstaking 
drawing. Wote, however, that the smaller the brush, the belter it is 
at keeping up. Try it witfi different brushes and see how brush size 
and ^hapeafrect speed. 

THE STRAIGHT LINE TOOL lets you draw straight lines by clicking 
and dragging the mouse. Here's how it works: First, click on the 
Shaight Line tool to lactivate it, and then move the crosshair to the 
point on the page where you would like the line to begin. Now press 
the mouse button to anchor the line at that point, and, while holding 
the button down, drag the mouse to the point where you want the line 
to end. When you release the button, you liave a straight line in your 
selected brush color and brush sij^e. Note that you can also draw 
straight lines with the background color by holding down the 
Command key as you press the mouse button. 

THE CURVE TOOL draws curved lines between two points in the 
painting area. It works just like the Straight Line tool except that it 
requires an additional mouse click to complete the process. Here's 
howi Anchor the curve by pressing the mouse button^ hold it down, 
drag it to the point where you want the curve to end, and release the 
button. Now, as you move the mau&e away from the end points, you'll 
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notice that the line is still "active," and will curve to follow the 
crosshair wherever you drag iS. As soon as the curve is the right 
shape, click Ehe mouse button to freeze it at that position. With a 
tittle practice, you'll be able to make curves of any shape and size. 
Try jaining; a series of curves to make flowing shapes with changes in 
curve direction. 

THE FILL TOOL fills any enclosed shape with the current foreground 
or background color. To use the Fill tool^ click the icon, move the cursor 
(which now looks like a paintcan) to an enclosed shape, and click 
again. You can fill the shape wilh the current foreground color by 
clicking the mouse button, and with the current background color by 
Command-clicking the mouse button. Note that the Fill tool fills all 
the way to the boundaries of an enclosed shape. If the shape is not 
completely enclosed (fhat is, if there is a hole in its perimeler), the 
paint will leak" through and fill the entire page. If this ever 
happens, press the Spacebar !o slop the filling process and remove the 
fill you just inserted. (The Spacebar nips any ongoing process in the 
bud and returns the screen to its pre-commarLd state.) 

It is importanl: to realise which part of the paintcan cursor is the 
"spout " — that is, which part needs to be within the enclosed shape 
when you give the Fill command. This becomes important if you need 
to fill a shape smaller tlian the paintcan cursor itself. The paintcan's 
spout is the bottom of the splash pouring from the can, Wilh careful 
maneuvering, you can fill a space as small as one pixel by placing the 
Spoilt on that space. 

THE AIRBRUSH TOOL is a full-featured airbrush with adjustable 
tips and nozzles. By using the Airbrush in combination with the 
different brushes, you can create a variety of cffccls, ranging from a 
fine one-pixel spray to a coarse spray made with the big brushes. In 
the following chapter we will see how to adjust the size (radius) of 
the spray, but for now let's try it as is. Click the Airbrush icon, and 
then try painting with it using the various brushes. Try it wilh the 
three- and five-pixel brushes> and then try it with the big brushes. 
Note that, just like a regular airbrush, if you keep the mouse button 
pressed without moving the mouse, the painl continues to build up in 
one spot. 
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THE RECTANGLE TOOL lets you draw squares or rectangles, either 
unfilled or filled, wilh the current brush Of background color. Note 
that the Rectangle lool icon has a diagonal line running from its top 
right to its bottom left corner. This is because it is actually two tools in 
one — the lop left one creates unfilled shapes^ while the bottom right 
one creates shapes filled with ihe current foiGground or background 
color. 

Let's try making a few rectangles. Click the top left half of the icon. 
Move the poinEer onto the painting area (where it changes into a large 
crosshair), pre&s the mouse button to anchor one of ihe corners of the 
rectangle^ and^ while holding the mouse button down, drag the mouse 
away from the anchor point. You can drag the mouse down and to the 
ri^hl Cm which case the first button press anchors the rectangle's top 
left comer), or in any other direction you wish. In any case, the 
rectangle is completed as soon as you release the button. Note that it 
is unfilled and bordered by the current foreground color. You can also 
create an unfilled rectangle bordered by the background color: First, 
Command-click another color on the Pakttc, then make a rectangle by 
holding down the Command key while anchoring and dragging the 
mouse as before. 

To create a filled rectangle, click the lower right part of the Rectangle 
icon and repeat the above procedure. This time, the rectangles you 
create will be filled wilh cither the foreground or the background 
color, depending on whether you press only the mouse button or the 
Command key and the mouse button when you create the rectangle. 
Here are some other tricks you can try with rectangles: 

Constraining, [f you hold down the Shift key as you draw, you can 
constrain the rectangle so that it is a square. This allows you to draw 
stjuares easily. You can also use the Shift key with the Straight Line 
and Polygon tools to constrainlincs to horizontal and vertical lines. 

Note; Because IlGS pixels are not perfectly square, "conshrained" 
rectangles will not appear s<^uarc on the screen. Depending on your 
printer, they might be square when printed, Ehough. You can 
compensate for the problem on the screen by selecting Square Aspect 
from the Edit menu. See discussion in the Reference section under Edit 
Menu. 
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Leaving Tr&ces. Holding down the CTRL key while using the 
Rectangle tonl paints traces as you draw. In other words, as you drag 
the mouse to paini a large rectangle, DeluxeFaint also paints the 
intcrmcdiale rectangles. You can also use CTRL to create traces with 
these other tools: Straight Line, Curve, Circle, Ellipse, and Polygon. 

THE CIRCLE TOOL works like the Rectangle too!, above: Click the 
top left part of the icon to get an unfilled shape, or the bottom right to 
get a filled sliape. Move to the painting area, then press and drag 
with the mouse button to create a circle with the current forGground 
color, or hold down the Command key and press and drag with the 
mouse button to create a circle bordered (or filled) with the current 
background color. When you release the button, DcluxePaint draws 
your circle. {Nol^-. Because IlGS pixels are not perfectly square, circles 
will not appo-ar perfectly round on the screen. You can compensate for 
this problem by selecting Square Aspect from the Edit menu.) 

THE ELLIPSE TOOL works just like the Circle tool, except that it is 
still "active" after you release the mouse button. First you size your 
ellipse; then (if desired) you rotate it. Try it. Click the icon with the 
mouse button (remember, top left for unfilled, and bottom right for a 
filled shape), move the pointer to the painting area, and draw an 
ellipse by pressing the button and dragging the mouse. Now release 
the button. Note that even though you have released the button, the 
ellipse continues to change shape as you drag the mouse around. By 
doing so, you can make the ellipse any shape you like. As soon as it is 
just the right shape and size, click the mouse button again to draw your 
ellipse. Or, to change the orientation of your ellipse, press and hold 
the button down instead of clicking it, rotate the ellipse about its 
center, and release the button when the orientation is just right. 
DeluxeFaint then draws your ellipse, and tlw small crosshair changes 
into the large crosshair to let you know that it is ready for your next 
com mand. 

THE POLYGON TOOL lets you keep drawing straight lines until you 
have created a closed figure. Here's how it works: Click the Polygon 
tool, move the crosshair into the painting area, and click the button 
once to anchor the starting point of your polygon, and then a second 
time to complete the first line, as if you were using the Straight Line 
tool. This tirnc, however, you will notice that your crosshair is still 
connected to the first line by a second straight line. Click the button 
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again to finish the second line, and so on until you have completed 
your polygon* The polygon is completed as soon as you click the button 
with the crosshair on your starting point. If you are creating a filled 
polygon, it will be filled with the current foreground color if you 
complete the figure with a clicks and the current background color if 
you complete It with a Command-click. 

Because it can sometimes be a little tricky to click on the exact pixel 
you started with, you can complete a polygon at any time by pressing 
the Spacebar. This automatically connects the last anchored point to 
the point of orig;iTi and, if it is a filled polygon, fills it with the 
current foreground color. Try drawing some five-pointed stars with the 
filled Polygon tool and see what tiappcns. 

ANYTHING CAN BE A BRUSH 

We'll skip over the rest of the tools for now, except one. (We'll be 
covering the remaining tools in Chapter Two,) The icon just below the 
Ellipse is the Brush Selector, a special tool that is an essential part of 
DeluxePaint's versatiliiy. With the Brush Selector^ ant^tbing ctm be 
d brush — any piece of artwork or text you put on the screen. To see it 
in action, click the icon^ then move the cursor over to the painting 
area. Nohoe that your cursor is now a large crosshair that reaches to 
the edges of the screen. 

Select one of the stars you made earlier by putting the center of the 
crosshair to the upper left of the sbr. Then, while holding down the 
mouEe button, drag the cursor to the lower right of the star, as if you 
were using the Rectangle tool to endose the star in a box. When you 
release the mouse button, the cursor now has a copy of the star 
attached to it. This second star is your new brush! To stamp a star in a 
new location^ click the mouse button. There's no need to stop with one 
— go ahead and star-spangle the screen. We will be covering this 
powerful feature in greater depth in Chapter Two. For now, however, 
there is one aspect of brush selection you should be aware of: if any 
parts of your brush consist of the current background color, those parts 
will be transparent. In other words, whenever you pick up a brush, the 
background color in the brush will be invisible, provided that color is 
the currently selected background color, 
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Let's try one more trick. QLck the Brush Selector again atid select a 
star from the painting arca^ bui this time hold down the Command 
key and press the mouse button to drag the crosshair over the star., 
Unhkc the last exercise^ which yielded two stars — one unmoving 
original plus the one on your brush — this time you are picking up and 
moving just the one star. While the first feature lets you copy and 
move anything on the screen, the second lets you move Images from one 
part of the scr(s?n to another, while leaving no hrace behind. 

To change from a custom brush, create another custom brush or click a 
built-in brush at the top of the Toolbox. 



El GETTING GOING 



SAVING YOUR WORK 



Before we move on to the next chapter, where we'll be looking at 
DeluxePaint's tasic elements, let's see how to save and Io>ad the 
pictures (or "files') you create. First let's learn how to save a file, just 
in case you feel that the recent exercises were a first step towards a 
masterpiece. Even if you don t feel quite this way about your creations 
yet, you might want to follow along for future reference. 

DetuxePainE provides access to hundreds of additional feature that 
are ru3t constantly visible like the Palette and the Toolbox. These 
features (which include loading and saving, among others) are 
available through a series of pull-down menus in the Menu Bar at the 
top of the screen. 

As you move your pointer from left to right along the Menu Bar (while 
holding down the mouse button), one after another of the menus 
extends dowHj, each one displaying its selection of options. We will be 
looking at each menu item in detail later, but for now we just need to 
u&c the same options on the File menu. 5o, move the pointer to the 
word File at the left of the Menu Bar and hold down the mouse button 
to produce the File menu options. With the button still held down, 
move the pointer down to Save Picture, the second item on the list of 
options, and release the button, This results in a Save Picture Dialog 
Box (sec Figure 1.3). It is through the Save Picture Dialog Box that 
you provide DeluxePaint with the information it needs to save your 
files. 
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FigiireLS. Save Ficlur« Dialog Box 



At the top of the dialog box is the naitie of your disk and the amount of 
storage space remaining on it. Below that is a list of foldemames and 
filenameSr You can scroll through these namea (not all of them are 
always visible at one time) by dragging the scroll box up and down. 
(The scroll box is the while rectangle within the scrdl bar^ the 
vertical column lo the right of the filenames.) Just point to the scroll 
box, press the mouse button, and drag it up or down. As soon as you 
release the button, new names will appear in the dialog box. You can 
also scroll through the names one at a time by clicking the up and 
down arrows at the top and bottom of the scroll bar. 

Now is your chance to save your current creation as a new file. If you 
are usjng oTily one disk drive, eject your working copy of the 
DeluxeFaint disk and replace it with a blank initialized disk. Then 
click in the Save Picture box, type the name you have chosen for your 
new file, and click the Save button at the bottom right of the dialog 
box. (To save a file in a folder, first click on the folder and click the 
Open button lo open. Then type a new filename in the Save Picture box 
and d ick the Save button .) 
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If you are using two drives, save your picture as follows: Put the data 
di5k in drive 2, click the Disk button on the right of the dialog box 
until you get to the drive 2 disk, click in the Save Picture box^ and type 
the filename. Click the Save button to complete the process. 

The next time you save this file (it's a gocxJ idea to save work in 
progress every 15 minutes or so, so that a power failure or other 
mishap doesn't turn hours of work into a bitter memory), the Save 
Picture Dialog Box uses this same information^ which means you won't 
need to type anything more unless you want to change the filename. 
You might want to do this to save it under another name, if you want to 
save each version as a separate file. In thai case, you would click the 
Save lecture box as before, delete the old filename (or those parts you 
wish to change) and type the new name. Or you could just keep adding 
suffixes, such as 1, 2, 3, to signify succeeding versions- 



LOADING A PICTURE 



Now that we've seen how to save a file, let's see how to load one of 
the pictures on your disk. Let's load the one called Seascape. First, 
move the poititer up to the Menu B*ir and to the left to the File menu. 
Press the mouse button to extend the menu, and then select Load 
Picture, This time you are presented with the Load Picture Dialog Box 
CsGeFig:arGl.4). 
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Figure 1.4. Load Pklurc Dialog Box 
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Note thaE the Load Picture Dialog Box is sLmilar to the Save Picture 
Dialog Box. If you're using only one disk drive, make sure you have 
inserted the DeluxePaint art disk in your drive, [f you're using two 
drives^ click the Disk button until you get to the ddvc contaitiirig your 
DeluxePaint art disk. When you see the name of the art disk at the 
top of the dialog box, scroll to the folder or file you're looking for_ 
Lei's load the sample file Seascape: First open its folder (Med.Res) by 
clicking the folder name and then the Open button, (You can also open 
a folder or file simply by double clicking the name.) Then click the 
fiicname Seascape and the Open button. The disk drive will spin for a 
few mamenls, and then the picture will appear on the screerL (To close 
an open folder and rehjrn to the previous list of files and foldere, dick 
the Close button.) 

NIGHT AND DAY 

Take a few moments to examine the picture carefully. Mole^ for 
CKampH that the palette is different from the one we were using 
before, This is because the new picture comes with its own palette, 
which supersedes the old one. You can revert to the default palette at 
any time through a simple menu selection. Let's try it now and see 
what happens. Pull down the Color menu and drag the pointer down 
to Default Palette^ then release the button. 

Did you see what happened? The new palette was replaced by the 
default palette, making the picture change from night to day.' If you 
want to restore the original palette, return to the Color menu and drag 
down to Restore Palette. When you release the button, the palette 
reverts to the original. This is just one example of the many ways you 
can make global (and dramatic} changes to a picture with just one 
action. 

FIXING THE BACKGROUND 

Let's try one more trick before we move on to the next section, Click the 
CLR button once to clear the screen, and then click Undo to restore the 
picture. (If you clicked CLR twice^ Undo will not work to restore the 
picture. You will need to load it again.) Now open the Pict menu, drag 
down to Fix Background, and release the buttoru 
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What you have just done i& remarkably simple;, and yet remarkably 
powerful. You have fixed the picture onto the background so thai il 
cannot be removed, Try it. Click CLR as you did before and see what 
happens. That's right — nothing. The picture is fixed^ which means 
you can draw over il any way you like, and then click CLR to restore it 
to its original form. Co ahead, select a thick brush and draw all over 
it Do it with the airbrush if you like. Then click CLR for the easiest 
artrestoratiDnjob ever. 

Note that you can continue fixing the background each step of the way, 
with each "fix" stamping the entire picture into the background. This 
way you can erase everything you did since the last fix with a single 
mouse click. And you cati "unfix" the background just as easily as you 
fixed it: Just go to the Pict menu and drag down to Free Background. 
This restores everything back to normal, so that clicking CLR clears 
the entire picture. 

We will be looking more closely at this feature in the next section 
when we look at custom brushes and the way they interact with the 
background. Meanwhile, feel free to experiment further with this 
fea hire. Art restorers shou Id ha ve it so easy. 
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In this chapUr um examine the fundamentd "dements" that make up 
Delux£Paint. If you have sojne experience with computer graphics 
software, you may Tuant to use this chapter to learn hnw Deluxepaint 
^landles features you may have encountered in ath£r pragtams. As 
mith any other port of this manual, however f you ^ould feel free to 
read sections in sny order you wish. 

We have classifie<j the elements as follows: 

The Custom Brushes examines DeluxePaint's custom brush 

^ ji| capabilities. This part looks at the various tfichniques available for 

modifying a brush, such as resi/Jng, flipping, and, by entering 
Perspective mode, rota ti ng i l abou t its three spatial axes. 

The Screen deals with all those techniques that affect the entire 
DelusePaint screen, such as switching pages^ magnifying and zooming, 
gridding, symmetry, screen resolutions. 

The Palette looks at DetuxePatnt's color mi>ung and color cycling 
capabilities, and examines how color availability relates to screen 
resolution. 

The Tools looks at advanced tool techniques, and shows how to 
customize some of the standard tools to create just the right toed for the 

job. 

The Painting Modes deals with the various ways you can affect paint 
once it is already on the page, such as smearing, blending^ or smoothing 
it to give you special effects. 

Text shows how to use DeluxePainl as an elemcritary word processor, 
showing how to select fonts, how to enter text, and how to move it 
about the page. 

Many of the techniques discussed in this chapter are also covered in 
^ the tutorials in Chapter Three. If you prefer to learn by doing, you 

^ may want to work through the tutorials first and then refer to the 

m s relevant parts of this chapter if you need more information. Or you 

2 may want to read this chapter first to understand how DeluxePaiiit is 

^ structured, and then try some of the tutorials to see how il works in 

practice. 
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I THE CUSTOM BRUSHES 



As we saw in the Guided Tour in Chapter One, DeluxeFaints 
"anything can be a brush" feature lets you select any Image on the 
screen and use it as a brush. Thus, you can keep a selection of images on 
your spare page (the second page that is available in any DeluxePaint 
paintin^^ and move the images over to the main page by picking them 
up as brushes. In addition, yau can load and save brushes as separate 
hies in the sa me way you load and save pictu res. 



CREATING A BRUSH 



To create a brush out of an on-Bcieen image, click the Brush Selector 
{the tool lo the left of the Text tool) and then drag the large crosshair 
lo form a rectangle around the image. When you release the mouse 
button, an exact copy of the image is attached to your arrow cursor. 
You can now paint with your new brush just as you would with any of 
the built-in brushes. 

As we saw in the Guided Tour, when you drag the Brush Selector 
rectangle around an on screen image using the mouse button, 
DeluxePaint m^kes a duplicate of the image and attaches it to the 
arrow cursor^ while leaving the original image in place on the page. 
We also saw that if you hold down the Command key and press the 
mouse button to surround the image, the image itself becomes the 
brushy as if the original image had been lifted up off the page. This 
technique provides an ideal method for picking up objects and moving 
them around the page as you experiment with different compositions. 
In particular^f if you use the Fix Background menu option fwhich we 
also covered in the Guided Tour) and then create images on top of the 
fixed background, you can lift any of these images off the background 
using the Command key and mouse button. D^luxePaint "remembers" 
those parts of a fixed background that are covered by unfixed shapes, 
so that you can move the shapes around the page and uncover the 
previously hidden background. 
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SELECTI^fG COMPLEX SHAPES 



As we saw earlier, cHcking the Brush Selector onco with the mouse 
button lets you draw a rectangle around any ima^e on the page. 
Qicking the Brush Selector a second time lets you corral" any ijnagc, 
thereby letting yoy pick up shapes from a crowded background. To 
corral an image^ move the arrow cursor and djck around the shapt? you 
wish to define, just as if you were describing a polygon around it with 
the Polygon tool (see "The Toolbox" in The Guided Tour). As soon as 
you complete the selection polygon, the complex shape becomes your 
new brush. To corral and duplicate the shape, create your selection 
polygon by dragging and clicking the mouse button. To corrg] the 
shape and jfick it up off the background, create your selection polygon 
by dragging and Command-clicking the mouse button. Note also that 
this corralling function works just like Ihe Polygon tool in one more 
important respect: pressing the Spacebar completes the selection 
polygon for you, so you don't have to search for the starting pixel in 
order to complete it. 



THE BACKQROLiND COLOR IS TRANSPARENT 



I- 

m. 



When you create a custom brush (with either method described 
above), you will notice thai any part of the brush which matches the 
current background color appears transparent. For example, if you pick 
up a round object sitting on the background color, you pick up part of the 
background as well (because the Brush Selector picks up rectangular 
shapes}, but when you move your new brush over to a contrasting object, 
the brush contours will appear round and not rectangular. This is 
because DeluxePalnl treats the current background as transparent. 
Whenever you are using a brush and want a color in the brush to be 
transparent, simply select that color as the current background color (it 
will be displayed in the Color Indicator). Change background colors to 
make a different brush color hransparenl. This feature lets you create 
a brush out of a complex image (such as intricate lace, for example) 
and then see through it to olher objects behind the brush. 
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THE ELEMENTS 



A BRUSH JS A LITTLE PICTURE 

Because abrush canbeas complex as you like, you can treatbrushes just 
like full pictures. When you load a saved brush, it comes equipped 
with its own palette, Ihe one that was in effect when the brush was 
first saved. If the current picture is using a paletle different from that 
df the newly-Ioadcd brush, you can change the current palettB to the 
brush's palette by selecting Use Brush Palette from the Color menu. 
On the other hand, if you want to use the newly-loaded brush with 
the current palette^ select Remap Brush from the Color menu. The 
Bru&h menu lets you resize and reshape brushes in various ways. Sec 
Tutorial Two for a series of exercises in modifying colors and shapes of 
brushes. 

Your DeluxePalnt disk contains a number of saved brusbeSj, in addition 
to the ones used in the tutorials. To load a brush, select Load Brush 
from the File menu. This brings up a Load Brush Dialog Box, similar 
to the Load Picture Dialog Box we used when we loaded a picture in 
the Guided Tour (see Chapter One), Make sure the name of the 
DeluxeFaint art disk appears at the top of the dialog box. Open the 
Brush folder aT>d experiment with some of the saved brushes. Select 
Use Brush Palette whenever you load a brush to ensure that you are 
seeing it as it was when it was saved. Load the brush tailed Bobsled^, 
for example, and try drawing with it. VouU soon realize why it's 
called Bobsled. You might also try the one called Fireworks, but this 
time select Multi-Cycle and Cycle from the Mode menu, and then press 
the Tab key before you start drawing with it. Fireworks comes 
complete with color cycling information^ and is a spectacular example 
of the power of this feature. See Tutorial One for more demonstrations 
of color cycling. 



ADDITIONAL FEATURES 

The following are some additional feature relating to custom brushes: 

BRUSH HANDLE: This feature, which is available from the Edit 
menu, allows you to specify whether your arrow cursor will sit at the 
center of your custom brush, or at one of its corners. In the default 
setting (when the Brush Handle is not checked on the Edit menu), the 
arrow cursor sits at the center of the custom brush and you can hold the 
brush direcdy by its center. When you select Brush Handle from the 
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Edit meiTiu and create a brushy you hold your brush by a "handle" on one 
of its comers. If you create your brush by dragging downward from 
upper left to lower right the brush handle will attach il&elf to the 
lower right-hand corner^ whereas if you crcatG the brush by dragging 
from lower right to upper lefty the handle will attach itself to the 
upper left-hand comer. The rule is simple: the brush handle attache-s 
itself to the ending comer in the brush creation process. The Brush 
Handle option becomes important when you enter Perspective mode 
(see below)^ because you can rotate a brush about its center or its 
handle. 

PERSPECTIVE: Deluxersint's Perspective option Cavailablo through 
the Brush menu) lets you rotate a custom brush about any of the three 
axes of threendimensional space to define a plane of operation, and 
then work within that plane to create perspective effects. Here's a 
quick overview of how to use Perspective: You pick up a custom brush 
and select Perspective from the Brush menu. This turns your brush into 
the Perspective Brush outlinCj. a rectangle frame with a cross in the 
middle. Using Perspective commands described in the Reference 
section, you can manipulate the Perspective Brush outline by rotating 
it about its three axes or by moving it closer to or further away from 
the observer. Once you define the plane of operation, moving the 
mouse moves the Perspective Brush oulline along that plane, in three- 
dimensional space. Clicking the mouse button places a full-color, 
perspective version of the original brush onto the defined plane. 

Perspective is the subject of the fourth tutorial in the following 
chapter. To get the most out of Ihis special feature^ wc recommend you 
work through the exercises in that tutorial. You can also consult 
Chapter Four, the Reference section, for more information on 
perspective. 

FAST FEEDBACK: This feature, which is available from the Edit 
menu, allows you to draw lines, filled shapes, or unfilled shapes with 
a complex brushy but with faster feedback. With Fast F'eedback 
selected, when you draw a line or shape with a custom brush, all you 
see is a one-pixel line or oulline until you finish drawing, at which 
point your line or shape is repainted with the current brush. When 
Fast Feedback is selected^ a check appears next to it on the menu. 
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B THE SCREEN 



Some of DeiuxePaitit's features affect the entire screeiv while others, 
such 05 the tools and the brushes, affect the screen selectively. This 
section considers those features tha t have a Kreen-wide effect 



INFO BAR 



Thfi Info Ear at the bottom of the screen displays information about 
your status. Select Info Bar from the Edit menu or press 9 (use the 
number key on the main keyboard, not the keypad). The Info Bar 
shows you the current Mode setting (such as Matte), the current 
pattern^ gradient, or perspective fill, an S if you have a stencil on, and 
a B if your background is fixed. If you have selected Coordinales from 
the Edit menu, the Info Bar shows the x and y coordinates of your brush 
location. If you're in Perspective mode (and Coordinates is turned off), 
the Info Bar al so shows the amount of rota lion about you r three axes. 

To hide the Info Bar again, select Info Bar from the Edit menu or pre^s 
9. 



HIDING THE TOOLS AND THE ME^U BAR 



DeluxeFalnt lets you paint on the entire screen, even under the 
Tcmlbox/Palette and the Menu Bar. To clear these from the page- press 
the Uero) key (use the number key on the main keyboard). Press the 
same key a second time to bring these back. 

You can access the tools, even with the Toolboi hidden, through the 
keyboard equivalents. See the Reference section of this manual or your 
RcferencG Card for a list of keyboard commands. 
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MAGNIFYING AND ZOOMING 



You can mag:nify any section of your work, and view it alongside the 
standard-sized imagt. To magnify & section of your work, dick the 
Magnify icon (the one that looks like a magnifying glass, above the 
Undo icon). When you move the cursor onto the page, it becomes a 
rectangular outline. Move the outHne to the part of the image you 
want ta magnify, and click the mousG button. The part of the image 
included in the rectangle now appears magnified on the right part of 
the screen. The left part of the screen shows the image in its original, 
unmagnified form. Another way to enter the Magnify mode is to move 
your cursor to the area you want to magnify, and press the m key. 

You can now carry out any functions on cither side of the screen using 
any of the itxils in the Toolbox. Thus, you can draw circles and squares, 
fill in shapes using the Fill tool, and use any of the brushes normally 
available to you. Using the tour arrow keys, you can move the image 
around under the "magnifying glass. ' In addition, by pointing your 
cursor anywhere on the unmagnified or magnified portion of the screen 
and pressing the n key, you can center that part of the picture in the 
magnifie^d area. 

Onoe you have magnified a part of your picture, you can increase or 
decrease the amount of magnification by using the Zoom function <the 
Zoom icon is the one to the nght of the Magnify icon). Click the top 
left half of the Zoom icon (the Up Arrow) to increase the 
magnification, and click the bottom right half of the Zoom icon (the 
Down Arrow) to reduce the magnification. DelureFaint's Magnify and 
Zoom tools let you carry out precision work on your pictures by 
magnifying each pixel up to 16 times its original size. 

To quit Magnify mode when you have the magnified area on the 
screen, click the Magnify icon a second ti me. 



GPIDS 

The Grid lets you apply paint on the page in accordance with an 
invisible grid. The Grid alio restricts your drawing tools to the grid 
points. As an example of drawing on a grid, click the Grid icon 
(directly above the Magnify icon) and then click the Dotted Freehand 
tool. With Grid and the Dotted Freehand tool selected, you can paint 
only on the points of the grid, making it easy to fill the screen with a 
polka-dot pattern, for example (we shall see other methods for 
pattern design later). 
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Grid works with all tools except the Continuous Freehand tool. For 
example, if you use Grid with the RecUnglp tool, you can put cJown the 
comers of your rectangles only 3I grid points. 

You can also conh-ol the spacing bGEwecn the grid poin^. Command- 
click the Grid icon to bring up the Grid Dialog Box (see Figure 2.1). 
You can now set the spacing for the X and the Y coordinates to match 
the dimensions of your brush by clicking From Brush. Or you can type 
the actual spacing in the X-Spacing and Y-Spacing boxes. Note that 
the spacing is calibrated In pixels. To enter a new value, click 
anywhere in the calibration box, delete the existing value^ .and then 
type in the new value. When you are satisfied with the new values, 
click OK. [/ you want to retain the old values and return to your work 
withoutmakingachange^ cUckCancel, 



Grid 
X — SpaciriQ: 



r5 I 



[ fid just~l [ From Brush ] 
C Cance I 1 



OK 



Figure 2.1. Grid Dialog Box 



You can also recalibrate the gridding by using a visual method (as 
opposed to the above numerical method). If you dick Adjust in the 
Grid Dialog Box< you will return to the painting screen with a cursor 
ttiat looks like a 4 x 4 matrix. This matrix represents the current grid 
values in graphic form. To resize the grid visually (and hence change 
ttiG X and y grid values)^, press and hold down the mouse button^ drag 
the mouse until the matrix is the desired size and shape, and then 
release the button. The new grid is based on this matrix. You can also 
Kpositicfti the points of the grid using Adjust: Move the matrix so that 
its cells are in the desired position and click the mouse button. Note: 
To set a grid point at a specific coordinate, first turn on the Info Bar 
and Coordinates (on the Edit Menu). 



If you have the grid on and plan to pick up an image as a brush to 
create a continuous pattern, you might want to select Exct Brush before 
you pick up the brush in order to eliminate a one-pixel border on the 
right and bottom edges of the image. (For details, see Excl Brush under 
the Edit IVlenu in the Reference section.) 
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If you are in Ferspecttve mode and you Command-click the Grid icoa 
the resulting dialog box lets you adjust Ihe spacing for the third 
dimension as well (Z-spadng). The dialog box also lets you specify the 
angle of rotation of your brush about the three axes (called the Angle 
Step). See the discussion of the Grid tool in the Reference section for 
more information. 

The Grid tool is useful for precise cursor placement of images and 
makes it easy to create repeating patterns, parallel lines, and other 
repetitive designs. To turn off the Grid tool, dick the icon a second 
time. 



SYMMETRY 



The Symmetry tool lets you paint symmetrically over the entire page 
at the same time. To pamt symmetrically, click the Symmetry tool 
tthe one to the right of the Grid tool). With Symmetry selected, your 
brush is made up of a number of mirror images of itself. As you move 
the brush around, all the mirror im^g^ move as well, producing an 
effect much like that of a kaleidoscope. When you paint in Symmetry 
mode, you are laying down a number of identical mirror images about a 
fixed origin. In all cases except the Dotted and Continuous Freehand 
tools, the mirror images are drawn after you release the mouse button. 
With the Dotted and Cbniintjous Freehand tools, all the images arc 
d ra wn at Ihe same time. 

To change the Symmetry tool's values. Command-click the Symmetry 
icon. This brings up the Symmetry Dialog Box (see Figure 2 2). 



<S> Point: O Tile 

OCtfclic <S> Mirror 
Poinl; Order! | ^ | 

[ Place Poir>f: Center ] 



Tile Width: 
Tile Height:: 



I 60 



OK 



U*o I 

[ Cancgl ] 



Figure 2.2- Symmetry Dialog Box 
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Point means that the symmetry occurs about a i^ingle central point 
(which you can define). The Point Order box Epccifie& the order of the 
symmetry^ that is, how many times the basic image is repeated about 
the central point. To change ihe order, click in the Order box, delete 
the existing value, and type in the new value. You can use any order up 
to 4Q. Place Point Center lets you position the central point of your 
symmetrical pattern. To reposilion the central point, click Place Point 
Center, move the large crosshair to the new location, and click the 
mouse button. Subsequent symmetrical drawing will be centered on the 
new location. 

if you select Point Symmetiy^ you have two options — Mirror or Cyclic, 
Mirror means that each brush head has a related twin that mirrors its 
actions. Try using Mirror: Select Point and Mirror, change Point Order 
to 4y click OK^ and draw a small rectangle on the screen. hJote that the 
result is a total of 8 rectangles on your page. 

Cyclic, like Mirror, lets you draw about a point with a number of 
brushes (also determined by Point Order), but the effect is different 
from the Mirror option. In Mirror, each brush has a twin: if your order 
is four, you have eight drawing points on the page, with the two 
points in each pair reflecting each other's actions. In the Cyclic mode, 
there arc no pairs: If your order is four, there are four brushes on the 
page. The pattern produced by each brush is not itself symmetrical 
because it does not create a mirror image of itself as you draw. Try it 
and see. 

Tile lets you draw with a number of brushes at the same time, but 
without mirroring them about a central point. Instead, Tile creates a 
number of images on a grid, making it easy to create groups of identical 
images in a regular pattern. To draw in Tile mode^ click Tile in the 
Symmetry Dialog Box. You can then specify the distance in pixels 
between each point, for both the x-axis (width) and the y-axis 
(height). Whenever you solecl: the Symmetry tool from then on (until 
you change it again), you will be painting with a scries of regularly- 
spaced brushes. Because Titc lets you create an entire pattern just by 
drawing one of its elements, it is an ideal tool for textile designers. 
Together with Pattern Fill (discussed below). Tile can make a textile 
designer's life considerably easier. Try using Tile: Select Tile and 
draw a small rectangle on the screen. Note the regular-spaced pattern 
of rectangles that rcsiSts, 

Finally^ as with any other dialog box, click OK Co use the current 
setting and return to your picture, or Cancel to return to your picture 
without effecting any change. To turn off Symmetry, click the icoa a 
second time. 
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THE PAGES 



DeluxePaint gives you two separate and reUlively independent pages 
to work with. You can use one of the pages for creating background 
imageSj, and the other for creating foreground images. You can then 
move parts from one page to the other, or within each page until the 
composition is just rig^t. As we shall see in a moment, the two pages 
are not entirely independent. For one thing, they share a common 
Faletfe, almost as if they were the same pidure- 



SWITCHING PAGES 



When you first open a new file or load a picture from disk, 
DduxeFaint opens oufi of the two pages. To move from one page to the 
other, press the j key^ or select Spare Page from the Pict menu. When 
you do, you wiU notice that the Palclte you were using in the first 
page follows you to the second page. This means that if you modify 
the PaEctte for one page and then switch to the other page, you end up 
modifying the second page's Palette as well. Note, however, that 
although the two pages share the same palette, you can have a 
different background color on each page. (Note: If your two 
background colors are different, your brush's transparent areas will be 
di f forcnt i f you move it from one page to the other.) 

In addition, because the Toolbox is not really part of the page (but 
achially sits "above" it), whatever tools you had selected before you 
switched will still be selected after you switch pages. This way, you 
can retain the same tool settings, giving you continuity as you work. 
Note that the Fix Background option and the Stencil options do not 
carry over from one page to the other. See the following section for 
information on fixing the background, and Tutorial Throe in the next 
chapter for exercises involving the Fix Background and Stencil 
features. 
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FIXtNG THE BACKGROUND 



As we saw in the Guided Tour, Ihe Fix Background option (from the 
Pict menu) lets you fix whatever is currently on the page as a 
background. When you have a picture fixed a& a background, you can 
rehjrn to it at any time just by clicking CLR in Ihe Toolbox. This ia 
because CLR always clears to the background (which under normal 
circumstances is simply the background color), so when you have a 
picture fixed as a background, CLR clears to that. This means that you 
can try daring innovations on a fixed background, and then return to 
the original picture with just the click of a mouse. Or you can paint 
while holding down the Command key and the mouM button to erase 
anything yoQ have added since the fix. 

En addition, you can pick up any pari of the recent additions to a fixed 
background with the Brush Selector (see Custom Brushes, above) and 
reposition them anywhere on the page. Mote, however, that if you fix 
the background and then add more paint, you can only pick up those 
portions of the newly-added paint that are not the same color as the 
current background cokir. 



PAGE SIZE 

The Page Size option on the Pict menu lets you specify the finished 
size of your painting {called the page size>. When the Set Page Size 
Dialog Box appears (refer to Figure 4.23, you can select Screen Size to 
make your painting the size of the screen- Or you can select Custom 
Size, where you can specify any de&ircd page width and height (in 
pixels), The maximum painting size is twice the area of your screen 
(for example, in Medium Resolution, 320 x 400, 640 x 200, or any other 
size up to twice the screen area). 

If you arc working on a page size larger than the screen, you can scroll 
to the off-screen portions using the Four Arrow keys. You can also 
preview the entire page at any time by selecting the Show Page option 
from the Pict menu. Return to your current page by clicking the mouse 
button. 



2.12 



IHttLbMbMli> 



SCREEN RESOLUTIONS 

To change screen resolution, select Screen Format from the Pkt menu. 
ThetworC5otutlan forma Is are dGScribed as follows: 

320' X 200, 16 colors (Medium Resolution): This formaC uses a pixel 
array 320 wide by 200 high, and can accommodate 16 colors on the 
screen ai the same time. 

640 X 200, 4 colors fHigh Rcsalution); This format uses a pixel array of 
640 by 200, using pixels that are the same height as the Medium 
Resolution ones, but only half as wide. High Resolution limits the 
number of colors av^ibblc for a single picture to 4, 



CtioQse Screen Formti^ 

<S> 320 )c 200, X6 colors 
O 6m? X 2O0, U colors 

(t QK [ Cancel 1 



Figure 2.3. Choose Screen Format Dialog Box 

You cannot change the resolution of your picture while it is on the 
screen. Likewise, yau cannot load a picture that was saved in a 
differentformat. 

Note: If you try to load a picture that is in UGS screen-dump format 
using either medium resolution or high resolution format, DeluxePaint 
warns you that the picture was saved in another format before loading 
the picture. 



THE PALETTE 



THE PALETTE AND SCREEN FORMATS 

As wc noted above> DeluxePaint contains a universe of 4096 colors. In 
the (default) Medium Rosolution format^ you can use T6 at any given 
time. High Resolution format allows four colors on the screen at one 
time. When you first start DeluxePaint, the default palette appears 
below the Toolbox. (To customize this, see the Palette Window 
below.) When you load a picture, DeluxePaint loads the palette you 
used when you painted the picture and displays it below the Toolbox. 



2,13 



THE PALETTE WINDOW 



To bring up the Palette Window, either Command-click the Color 
Indicator, press the p key, or select Palette from the Color tncniL 
(These methods all produce identical results). The Pa]elte Window 
(see Figure 2.4) lets you miix your own colors for a custom palette which 
then appears in the main Faletfe (below the Toolbox). From a 
universe of 4096, you can create 16 different colors in Medium 
Resolution and four colors in High Resolution. The 4096 figure is 
derived from the fact that any given color can be expressed in terms of 
its Red, Green, and Blue (RGB) components. With 16 passible shades 
in each component, the possible universe of colors comes to 16x16x16, or 
4096. 



In the Palette Window is the mixing palette^ a copy of the main 
Palette, The current color (the color that you are now working with) is 
surrounded with a black rectangle called the Color Selector. As you 
modify tlfe current color, you can watch the color change in the mixing 
palette. 
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Figure 2.4. Paletle Window 




2.14 



The RGB method of color mixing; lets you blend Red, GrcKn, and Blue to 
produce the desired shade. The HSV method provides an alternalive 
approach to color mixing, but with identical results. The HSV method 
breaks each color down into its Hue, Saturation, and Value. Hue refers 
to the colors po&ihoni on the color spectrum or rainbow. As you move 
the scroll box down the Hue scroll bar (starting from the top), your 
current color changes to a shade of the following colors — Red, Purple, 
Blue^ Green, Yellow, Orange^ and Red. Sahiration refers to the 
strength of a particular hue — whether it is relatively pure (and 
hence highly saturated), or whether it contains some proportion of 
while. Thus, the more while, the less saturatixl. Value refers to a 
color s black level (and hence the amount of light it would reflect off a 
surface). A color with a high value would have litde or no black, 
whereas colors with low value would contain more black. Irrespective 
of Hue and Sa turatior^, a Value of xero produces a pure black. 

DeluxeFaint lets you mix colors with either method. It also lets you 
create color spreads to give you subtle shades of the same hue. You can 
learn about the Palette Window by working through the tutorials in 
the next chapter (where you will create your own custom palette), or 
by reading the relevant parts of the Reference section (sec Palclte in 
the Color menu). For the time beir^ just be aware that you can modify 
the currently selected color on any of the six variables (R^ G, B, or H, S, 
V) by dragging the appropriate &croU box up or down its range. As you 
do so, note that the two sets of variables are related — for example, 
after you move the RGB scroll boxes, the HSV scroll boxes respond 
accordingly. Note that when you modify a color in the Palette 
Window, all occurrences of that color arc also changt?d on the painting 
screen and the color is immediately changed on the main Palette 
(below the Toolbox), 

The Palette Window also lets you create color spreads to give you 
subtle shades of the same hue or equally spaced gradations across 
hues. To create a spread of colors, click the first color, click Spread, 
and then click the last color. DeluxeFaint looks at the f^rst and last 
colors in the spread and at the number of steps in between, and 
calculates the series of intervening shades. For example, if your first 
color is a highly saturated red and your last color is a pure white, 
with ten steps in between, you will end up with a spread of twelve 
colors ranging from red to white separated by varying shades of pink. 
Likewise, if your first color is blue and your last color is yellow, 
DeluxeFaint calculates the intervening shades and hues, to give you a 
series of blues, blue-greens, greens, yellow-greens, and yellows. And 
unlike traditional color mixing, if your modifications arc not to your 
sabsfactiorv you can always reverse the last change by pressing u on 
the keyboard (for Undo)^. or you can cancel all the changes you made by 
clicking the Cancel button in the Palette Window, 
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Swap and Copy let you swap or copy colors from one part of the Palette 
to another. If you click a color in the Palette Window, click Swap, and 
then dick a second color, the two colors will change places on the 
Palette. Similarly, if you click a color, click Copy, and click a second 
color, the firsi color will be copied onto the second. By letting you 
place colors anywhere on the Palette, these two functions make it 
easier to create the color spreads you need for your work. 

The Palette Window's Range function plays an important ro!e in 
several DeluxeFalnt features, in particular, Color Cycling and 
Gradient Fill, both of which are treated extonsivcly in the tutorials 
in Chapter Three. As its name implies. Color Cycling cycles through a 
defined range of colors to produce simple animation effKts. You can 
define up to four color ranges (one for each of the radio buttons labeled 
1 to 4}, and you can assign a cycling speed to each one, VotJ define a 
range using the vertical bracket to ihe right of the palette in the 
Palette Window. To set a range, click one of the numbers after Range 
(for example, 1), Then click one end of the Range bracket and drag it to 
the first color in the range; drag the tower Range bracket to the last 
color in the range. See Tutorial One for detailed instructions on 
creating animation effects using Color Cycling. 

DeluxePaint's Gradient Fill Punction also makes use of the Range 
information. The currently selected range (a lange is selected when 
one of its members is Belcctcd) determines the colors or shades that 
will be used in a gradient fill. By using a gradient (as opposed to a 
standard solid) fill with a carefully chosen color spread, you can 
create shading effects that would make an airbrush artist envious. 
See Tutorial Two for instructions on gradient fi lis. 

DeluxePoint also uses Range information for some of its painting modes 
(specifically Blend and Shade), which are 3va!lable through the 
Mode Menu. See "Painting Modes" below for information on this 
feature. 

For a list of keyboard equivalents for activities performed in the 
Palette Window, see the Reference section. 
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□ THE TOOLS 



DeluxePaints painting tools are available through the Toolbox, the 
panel on the right-hand side of the screen. As we have already seen, 
you can activate any tool by clicking its icon with the mouse button. A 
tool remains active (and its icon highlighted) until you select anothEr 
tool or, in some casfes, until you deselect it by clicking the icon a second 
time. Examples of the latter kind of tool are the Grid and the 
Symmetry and Magnify tools, which are toggled on and off by each 
mouse click. 



MODIFYING TOOLS 

In most cases, holding down the Command key and clicking the mouse 
button on a tool icon (Command-clicking) lets you modify some 
fundamental aspect of that tool. The following summarises the effects 
of Command -clicking the tools in the Toolbox: 

THE BUILT-IN BRUSHES: You can change the size of any of the built- 
in brushes at the top of the Toolbox by Command-clicking a brush, 
moving the cursor over to the painting area, and then dragging 
diagonally while holding down the mouse button. Release the mouse 
button when the brush h the desired si7,e. This applies not only to the 
eight solid brushes, but also to the three- and five-pistcl brushes below 
them, 

THE AIRBRUSH: The Airbrush works with any of DeluxePainls 
built-in brushes, or with a custom brush of your own creation. You can 
adjust the Airbrush's nozzle by Coinmand<licking the Airbrush icon, 
moving the cursor over to the painting area, and then pressing the 
mouse button and dragging diagonally to adjust the si2e of the solid 
circle, which represents the spray area. Release the mouse button 
when the solid circle is the desired size. 

STRAIGHT LINE AND CURVE TOOLS: A CommandH:lick on either 
of these tools brings up the Spacing Dialog Box (sec Figure 2.5), 
allowing you to create either straight or curved dotied lines. The 
Spacing Dialog Box lets you conb-ol the distance between "splals" in 
your dotted lines, using either a rclahve or an absolute measure. If you 
specify Absolute (by clicking that button), the number in the Number 
box refers to the number of pixels between the center of &ach splat If 
you specify Relative, then the number refers to the total number of 
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splats in the litie. For example, if you specify Relative spacing with 
an order of 10, your line (curved or straight) will consist of 10 splats. 
Note that spacing also works with the Unfilled Shape tools, even 
though a Command-click on those icons does not bring up the Spacing 
Dialog Boif. To toggle spacing (dotted lines) on and off^ click the On 
hox in the Spacing Dialog Box. A check appears in the box when 
spacing is otL 



Spacin g 
O Relative <S> Hb^olute 
Number: { ] 
^ On 



OK 



[ Concel ] 



Figure 2,S. Spacing DialogBox 



HLL AND SHAPE TOOLS: Command-clicking the Fill icon or the 
Filled OT Unfilled Rectangle, Circle, EilipsCy or Polygon brings up the 
Fill Type Dialog Box (see Figure 2.6),^ allowing you to specify the type 
of fill to be used by Ihesc tools. 



Fil 1 Tupe 

<^ Solid 
O Perspective 
O Pattern 

t Ggt Bruvhll 
O Gradient [HI 
O Gradient [HI 
O Gradient ® 

either: 



[ Conce 1 ] 



Figure Z6. Fill Type Dialog Box 
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The Fill Type Dialog Box is covered in both Tutorials One and Two 
and in the Reference section; the following is a summary of its 
features: 

Fill Type defaults to Solid^ which is a solid-color fill of either the 
foreground or background color. Clicking the mouse button inside a 
closed shape fills It wSlh the foreground color. Command-clicking 
inside a shape fills with the background colon Click Get Bru&h to 
create a recurring pattern from your current brush and display it in the 
Fill Type Dialog Box. Then click Pattern to use that pattern as your 
current fill. 

You can also choose to fill a shape with a gj-adient made up of a range 
of colors — for example^ if Range 1 contains three colors (blacky dark 
grey, and light grey), the corresponding gradient fill will contain 
"stripes" of these same three colors. First, select a color in a cycle 
range (see Tutorial One for details on creating color ranges and using 
them in gradient fills>. To fill a shape with a ^adient going from top 
to bottom, click the top Gradient button (with the arrows pointing up 
and down); to fill with a gradient moving left to right, click the 
second Gradient button (with the arrows pointing left and right). 
Click the bottom Gradient buttori {with the rounded corners and the 
arrows pointing left and right) to create a left-to-right gradient fill 
with a three-dimensional effect Here, DeluxePaint fills each 
horizontal line independently^ thereby allowing the gradient to fill 
the contours of the shape being filled. (Note: If your current color is 
oulside all ranges, DeluvePaint will not create a gradient fill but will 
fill with the solid color.) 

The example below shows the restilts of selecting a range of three 
colors (black, dark grey, and light grey) and creating three circles, one 
fill<5d with each type of gradient (Dither here is turned off.) 



if you select: Your fit! looks like: 

O Gradient; ^ 
O Gradient 

Figure Z7. Examples of Three Types of Gradienl Fill 
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Whichever kind of gradient fill you choose, you can adjust its dither^ 
the amount of Tandom overlap between each shade, by dragging the 
Dither scrnll box left or right. You tan look ai the current dither 
setting in the box below the scroll box. When you are done, click OK to 
use the current settings, or Cancel to return to your work without 
makingany change. 

BRUSH SELECTOR: Command-clicking the Brush Selector restores 
the last custom brush. Thus, if you create a custom brush (see Part 1 of 
this chapter for details) and then make some modificationE, Command- 
dicking the Brush Selector restores you to the previous custom brush. 
This feature is also useful if you create a custom brush and then sclact a 
built-in brush. Command-clicking the Brush Selector returns you to 
the custom brush. 

GRID AND SYMMETRY TOOLS: Command-clicking these icons lets 
you modify aspects of giidding and symmetry. Sec Part 2 of this 
chapter for a detailed description of these features. To turn off these 
tools^ click the icon again. 



THE PAINTING MODES 



Certain options in ihe Mode menu — Smear, Shade, Blend and Smooth 

— let you make subtle modifications to paint that has already bcePL 
laid down. (The others — Matte, Color, Replace, Cycle, and Multi- 
Cycle — affect the way paint is laid down in the first place by 
affecting the current brush. Sec the Reference section for more 
informalion). 

Smear and Smooth modify your painting after looking at the colors 
under the brush (ignoring cycle ranges). Smear is the simiplest function 

— it works just like dragging a brush over a wet oil painting. In other 
words. Smear works wilh the colors under the brush, smearing ttiem in 
the direction you move the brush. Use Smear to create the top of a 
wave as it s about to break, or foliage on a tree or bush. 

Smooth reduces the contrast between two adjoining areas of your 
painting {for example, a black area and a while area). Smooth looks 
at the colors under the brush, scans the entire palette for colors that 
are the "color average" of the colors under the brush (for example, 
greys), and then lays down these colors. Smooth works best when the 
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patcttc contains subtle gradations of the coloi^ uiKJer the brush (for 
in&tancc, various sKadc? of grey) since It has a greater variety of colors 
to choose from. Use Smooth to smooth out the boundary between two 
contrasting colors and to obtain effects similar to those obtained with 
a traditional airbrush or with Antialiasing (one of the Perspective 
options available throygh Options on the Brush menu). 

Blend and Shade look at the colors under your brush, the current 
foreground color^ and cycle ranges, (See di^ussion on the Palette, 
above). With Blend and Shade, you usually work with colors on the 
screen that are in the same cycle range and you have your current 
foreground color set to a color within thai range. Blend Is similar to 
Smear except that it uses mulbple colors from the current color range. 
If the current foreground color is in the same cycle range as the colors 
under the brushy Blend smears the colors under the brush (in the 
direction you move the brush) by adding intermediate colors from the 
same range. For example, if your range includes Colors 7 ia 9, Blend 
lays down dots of Color 8 as you drag the brush over Colors 7 and 9. If 
the current foreground color is in a different color range from the colors 
under the brush, Blend will have no effect on the colors on the page. If 
the current foreground color does not fall within any color range^ 
DeluxePaint ireate the entire palette as a cycle range; 

If your current foreground color is in the same range as the color under 
the brush. Shade paints with the next-higher or next-lower color in 
the cycle range. (If you press the mouse button, you paint with the next- 
higher color; if you press Ihe Command key and the mouse button, you 
paint with the riext-lower color.) If the current foreground color is not 
in a cycle range^ Shade treats the entire palette as the range and lays 
down either the next-higher or next-lower palette color. Use Shade to 
derive shading effecls by adding the next higher (or lower) color in 
the range to the color on the page. 

The painting modes are described in greater detail in the Reference 
section, See the section covering the Mode menu for more information. 



DeliixePaint's text feature lets you place text anywhere on the page, 
and the Brush Selector lets you pick it up and reposition it if you 
didn't have it quite right the first time. You can use any IIGS font 
vnth DeluxePaint — provided you have installed it onto your 
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DeluxeFaJnt program disk. (See your I ICS documentation fcjf 
instructions dii how to move fonts from one disk to another) 

From the Font menu, select the font and style you want (such as the 
Chicago 12 point font in Ihe Bold style). To enter text on the screen, 
click the Text kon (A) in the Toolbox. When you move the pointer 
over to the painting arca^ il becomes a small vertical line. Click the 
mouse button where you want the text to begin, and start typing. The 
text will ' wrap" around to Ihe next line when it reaches the end of the 
line, or you can press Return to start a new line directly below the point 
where you first placed the cursor. If the page si2e is larger than the 
screen, the screen will scroll to the edge of the page as you type. You 
can delete text on the current tine by using the Delete key to backup 
and erase the previous character you typed. Note, however, that you 
cannot delete text with the Delete key if 1) the screen scrolls as you 
are typing or 2) you click the cursor elsewhere on the screen or select a 
tool from the Toolbox. Then your text becomes a bit-mapped image, 
and no longer behaves as text. 

To exit Text mode, select another drawing tool. 

To cut and paste text, click the Brush Selector, and holding down the 
Command key and the mouse button, pick up the misplaced text This 
lifts the text right off the page> letting yotj reposition it anywhere you 
want. 

In the next chapter you will learn a number of practical techniques, 
through a series of tutorials, to help you get the most out of 
DeluxePaint. The tutorials are simple, step-by-stcp exercises, 
designed with the assistance of pn^fessional DelwxePaint artists. You 
won't know how powerful DeluxcPainl can he until you try it for 
yourself. 
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□ TUTORIAL ONE: MODIFYING THE COLOR PALEHE 



Proficioncy in modifying DeluxeFainl's color palette is one of the most 
important skills you can learn. Because every work of art is little more 
than the colors and shapes that comprise it, a carefully chosen palette 
is the first step to any masterpiece. In the following exercises, you 
will learn how to create your own color palette and gradient fill and 
how to do color cycling. (See the Reference sec;tion for a table of 
keyboard equivalents to use in the Palette WindowJ 



CREATING YOUR OWN PALETTE 

The liGS can generate 4C96 distinguishable colors, 16 of which are 
available at any one time in Medium Resolution. You can create your 
own 16-color palette by modifying the colors on the existing palette. 
Here's how: 

From the Color monu, select Default Palette, (To do this^ move the 
cursor up to the Menu Bar. Hold thcmousebuttondownasyou move 
the cur&or down to Default Palette, When you have Default Palette 
highlighted, release the button.) Then bring up the Palette 
Window by selecting Palette from the Color menu. 

(You can also get lo the Palette Window by Cammand-clicking the 
Color Indicator (above Ihe main Palette at the bottom right of the 
screen), or by pressing p on the keyboard. As you become more 
proficient with DeluxePaint, you will realize that most of 
DeIiixe'Painl'5 features are accessible through the keyboard. You can 
speed up your work considerably by using the keyboard equivalents. 
See the Reference section for tables of keyboard equivalents.) 

Take a moment to examine the Palette Window (refer lo Figure 2,4). It 
consists of six vertical scroll bars for mixing colors, the mixing palette 
(where a black-bordered box called the Color Selector marks the 
currently selected cojor)^ and a coilection of command boxes. To find 
out more about these functions, refer to the section on the Palette 
Window in Chapter Two. For this exercise, you'll be using the Palette 
Window to create your own custom palotlo. 



3^ 




8^ Click on Ihe black in the mixing palette ahc topmost color, called 
Color 1). Mote that the R (Red), G (Green), and B (Blue) scroll boxes 
are all at the bottom. 

Set Color 1 to pure red by dragging the R scroll box all the way to the 
top. (Drag the scroll box by positioning the pointer pver it and 
pressing and holding down the mouse button as you move the mouse. 
Release the button when the scroll box is just where ygu want it,) 
Lea ve the C and scroll boxes a t Ihe bottom. 

Note that as you drag a scroll box up or down its track, the currently 
selected color in the mixing paI<;ttG changes color accordingly. In 
addition^ a color change also occurs immediately in the main Palette 
below the Toolbox. Also note that, since Color I is used for drawing 
all dialog boxes and the ToolboXj, when you change Color 1 to redj 
the Pale Ete Window and Toolbox turn red also. 

Now copy this red onto the next four colors: Qick Color I, click 
Copy, and then click Color 2. Repeat this for Colors 3, A, and 5 — 
creahnga total of five red squares. 

So far you have created a basic set of reds that youll be adjusting a 
little later to make a spectrum. Before you do that, however, let's s.et 
up the rest of the palette in the same way: 

Make Colors 6 through 10 green: Slide the R and B scroll boxes all 
the wa y to the bottom and the C scroll box to the top. 

Make Colors 1 1 through 15 blue by moving the B scroll box to the top 
and the R and G scroll boxes to the bottom, 

Leave Color 16 as is (white). 

Your palette now has five squares each of red, green, and blue, and one 
white. Next we'll manipulate the sahiration levels and color values 
to create variations within each color Nnte that you can also create 
various shades of a color by creating each color individually^ instead 
of using the Copy function and then making adjjustments As you gain 
proficiency^ you will find that DeluiePaint lets you achieve the same 
results in various waySy giving you the option of choosing the method 
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best suited to your working style. You can use either method as you 
work through this exercise. 

As we noted in Chapter Two^ the RGB and the HSV scroll bars are two 
different ways of looking at the same thing, and modifying the 
settings in one group of scroll bars results in modified settings in the 
other group. As you adjust the HSV selEings in the following section, 
keep an eye on the RGB scroll bars to get an idea of the relationship 
between the two sets of variables. 

As we explained previously, Saturation refers to the amount of white 
a color contains (the higher the saturation, the less white); Value 
refers to the amount of black a color contains (the higher the value, 
the less black). 

Select Color I, the first red, and move the V (Value) scroll box so 
that it is Iwc^thirds of the way down the 5croll bar. Color 1 will 
now be a dark red. To check the numerical KGBHSV settings for 
this color, press n. This displays the Color Settings Dialog Box. 
Your settings should be something like this: Red - 5, Green - 0, Blue - 
0, Hue - Q, Saturation - 255, and Value - 91. This numerical 
information is useful to know if you want to duplicate the same 
shade on a later palette. 

For Color 2, the second red, move the V scroll box so that it is one- 
third of the way down, and leave the H and S settings as they are. 
Leave Color 3 (the third red) as is. For Color 4, move the S 
(Sahjration) scroll box halfway down, finally, for the last red 
(Color 5), move the S scroll box two-thirds of the way dowrt. 

Repeat this same sequence of settings for the greens and blues^ then 
freeze the palette by c 1 icki n g OK. The Palette Window will 
disappear from Ihe screen. If you have anything showing on your 
page, choose Color 16 (white) for your background color, and clear the 
screen. 

Next, just to practice using your new palette, create a color chart on the 
sciEcn. The Bnished r^ults should look like this: 
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RGB 

LOW VALUE 
MEDIUM VALUE 
PURE COLOR 



MEDIUM SATURATION 



LOW SATURATION 



Figure 3^1. Your Color Chart 



Choose Color 1 for your foreground color. Select the Filled Rectangle 
tool and draw a square abnut the size of a poslage stamp. Click the 
Brush Selector with the moiis-c button, and pkk up the newly- 
created square using the Comrnand key and the mouse button. Move 
your brush ^bout one inch below "c" in the word Mode (in the Menu 
Bar) and dick to place a square there. 

Now select Color from the Mode menu to tell DeZuxeF^int that you 
want to select brush colors from the main Palette (below the 
Toolbox)^ and then click Color 2 In the Falette. Note that your brush 
changes lo Color 2 immediately. Place your second square just below 
the first. Then place squares of the remaining three reds below 
these two. 

Note: To move to the next: color in the Palette, you can use the mouse 
0r press the ) key (tcunovedown) or the [ key (to move up). 

You now have a column of reds, ranging from a low-value dark red 
(almost black) to a low-saturation pale red. 

fltf" Now create a column of greens: place a square of Color 6, the darkest 
green^ to the right of the first red square (leave about 1/4 inch uF 
space between the columns). Arrange the remaining greens, from 
darkest to lightest^ in a column under the first green. [Note that the 
first three greens — Colors 6, 7, and 8 — are at the bottom of the 
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first column in, the FaleHc. The next two greens — Colors 9 and 10 — 
are at the top of the second column.) To the right of the green 
column, create a coiumnof blues using the same technique. 

Moxt, let's label the color chart: 

9^ SgIgcI the Text tool by clicking the Text icon CA) to the right of the 
Brush Selector. Select Color 1 as your foreground color. To start 
typing text, move the cursor above the first column and clkk the 
mouse button. Then use the keyboard to type the column labels 
(from left to right) as follows: 

RGB 

If a letter doesn't line up exactly, just lift it up with the Brush 
Selector (using the Command key and the mouse button) and 
reposition it. 

On the left side of the chart, label the color rows from top to bottom 
as follows: 

LOW VALUE 
MEDIUM VALUE 
PURE COLOR 
MEDIUM SATURATION 
LOW SATURATION 

If you are using a color printer, you can print out a copy of your 
palette. 



CREATING COLOR SPREADS AND RANGES 

As you have probably realized by now, DelusfePaSnl has many 
advantages over most standard media. Variable magnification, 
instant "undoing," and the vast power of DeluxePaint's brushes have 
no counterpart in the world of paper, paint, and ink. For example, 
where once a smooth^ gradual fade from one color to another required 
laborious work with an airbrusK' DeluxeFaint's Gradient Fill docs it 
aJ 1 in seconds. Some of these more advanced fea tureSj, however. 
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require that you set up your color palette in a certain way to achieve 
maximum effect. This exercise will teach you how to gel the most out 
of the Spread and Range commands to arrange your palette. In 
addition, you will create a now palette for the following exercise^ 
"Animation with Color Cycling." 

First clear the screen, and then select Default Palette from the Color 
menu. Select Info Bar from the Edit menu (to give you feedback as you 
work with colors). Then bring up the Palette Window by Command- 
clicking the Color Indicator, Now make the following modificatlonB 
to the palette: 

Click the first color at the top and make sure it is pure black, either 
by moving the V scroll box to the bottom, or by moving each of the R, 
G, and B scroll boxes to the bottom. Next, with the first color still 
selected, click Copy and then click Color 3. 

You have just copied Color 1 onto Color 3. This means that both of 
these arc black. Next we'll make Colors 3 through 5 black by using 
Spread: 

1^ Qick Color 3^ click Copy< and then click Color 5 to make Color 5 
black. Wi th Color 3 selec ted, click Spread and dick Color 5. 

You have just turned Colors 3 through 5 black. Note that you cannot 
change Color (which is currently white) to black. This is to prevent 
you from losing your Palette Window, since DeluxePaint uses Colors 1 
and 16for painting thedialog boxes and the Toolbox. 

Select Color 2 and mako it pure white by moving all three and 
B scroll boxes to the top. To create a 4-tone spectrum that starts 
with white at the top (Color 2) and ranges through grey to black 
{Color 5), click Spread and then click Color 5 (the last bUck). 

Mow well create a color spread between red and blue. 

Select Color 6 and set it to pure red by moving the R scroll box to the 
top, and the G and B scroll boxes to the bottom. Next, make Color 11 
blue (maximum D, zero R and G). 

The pure red and blue colors define the range of hues that will be 
included in your color spread. Now let's fill in the intermediate 
colors: 
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Click Color 6 (redX click spread, and then dick Color 11 (blue). 

The four colors between pure red and pure blue are now a range of 
magentas and violets, 

Now you have a spread of colors for your palette, as well as a selection 
of greys. Next we'll see how to get more subtle tints and shadings of 
one color (blue): 

Set Color 12 to pure black. At Color 14, create pure blue (B scroll boit 
all the way to t:he top, R and G all the way to the bottom). Select 
Color 12 (black), click Spread, and then select Color 14 (blue). 
Finally, make sure Color 76 is white and create a spread from Color 
14 to Color 16 to give you a set of blues varying in saturation and 
value. 

You can use this same technique to create tonal ranges for different 
colors. Try creating sample tonal ranges for reds and greens. 

We've just seen how to set up our color palette using the Spread 
command. However, to use Cradicnt Fill and Color Cycling Cas well as 
Shade and Blend, sec The Painting Modes^ in Chapter Twq)^ you have 
to define cdor ranges^ to let DeltixeFaint know which set of colors to 
use. You can define up to four ranges within a palette. Here's how; 

fl** After the word Range, click the radio button labeled 1 to define the 
first color range. 

Note that there is a Range bracket to the right of the mixing palette* 
This tells you which coiors are within that range. 

Point to the top of Ihe Range bracket and drag it to the top of Color 2 
(white) by holding down the mouse button as you move the pointer* 
in the Same way, drag the bottom oF the Range bracket to the bottom 
of Color 5 (black). The bracket now identifies your newly-defined 
color range. 

Now click the Range 2 button, move the bottom end of the bracket to 
Color 11 (pure blue) and the lop end of the bracket to Color 6 ^pure 
red). Click the Range 3 button and move the ends of the bracket to 
Color l6and Color 12- 
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You have now defirted ihrce color ranges; 

1 : Four shades from Color 2 to ColorS igrsys) 

2: Six shads from Color 6 to Color 11 (red-to-blue spread) 

3; Five shades from Color 12 to Color I6(blues) 

As you click the Range 1, % or 3 button, the bracket identi^es the 
colors in that range. 

Now that you've defined a set of ranges, lei's try an experiment with 
DeluxePaint's Gradient Fill feature Gradient FOl lets you fill any 
outline with a range of colors that gradually fade from one to the next 
(sec Figure 2.7}, Here's how: 

Click OK to leave the Patette Window. Select any color in the first 
range (Colore 2 through 5) as your foreground color. Now bring up 
the Fill Type Dialog Box (refer to Figure 2.6) by Command nrlicking 
the Fill tool* To get Vertical Fill, click the first Gradient radio 
button (the one followed by the box with the vertical arrows). Then 
move the Djther scroll box all the way to the left, and click OK to 
return to the painting area. (Dither is the amount of mixing that 
occurs between the colors in the range.) Now click the Filled 
Rectangle tool (click the bottom right part of the icon). 

Note that as soon as you click a color in one of your three ranges, the 
small rectangle in the Info Ear gives you a preview of the gradient 
fill. (If the Info Bar is not displayed^ press 9 on the main keyboard.) 
Try clicking colors wittiin the different ranges and watch it change. 
As soon as you are ready to move on, click one of the colors in the first 
range. 

d^^nrsl, set the screen background color to light blue (for contrast) by 
Command-clicking Color 15 and then clicking CLR. Draw a filled 
rectangle using the mouse button. Note that the shape gradually 
fills with a banded, metallic shading effect. Bring up the Fill Type 
Dialog Box again and drag the Dither scroll box about a quarter of 
the way to the right Click OK and then draw a socond rectangle. 
This time you'll see increased dithering: the shades of grey blend 
from one to the other, without clear lines between them. 

Mow that you have the basics down, try experimenting with different 
settings. Bring up the Fill Type Dialog Box again and set it to 
Horizontal Fill by clicking the middle of the three Gradient buttor\s. 
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Draw a fiUed circle with this kind of gradicat fill. Now try 
Horizontal Line Fill (the bottom Gradient button), and draw another 
filled circle. Horizontal Line Fill calculates the distance betsAfcen the 
left and right borders of a figure and fills each horizontal line 
independently, so that each line receives the full complement of the 
gradient fill. (Note that this circle appears more three-dimensional 
than the previous one.) 

Select Color 6 (in range 2) and try drawing diamond shapes with the 
Filled Polygon tool using both types of horizontal fill, and see the 
difference. 

Select Color 12 (in Range 3) and draw a filled ellipse. Display the 
Palette Window and reverse the order of the gradient fill by clicking 
the other cycling directiDn arrow to the right of the Speed scroll bar 
(refer to Figure 2,4). Now create another filled ellipse. 

(Note: To cancel the Gradient Fill feature^ display the Fill Type 
Dialog Bax and click the Solid button. Your filled shapes will now be 
a solid color — the current foreground color you've selected on your 
Palette.) 



ANIMATION WITH COLOR CYCLING 



Most animaUon effects are created by displaying a series of drawings 
in rapid sequence. DeluxeFaint's animation with color cycling uses a 
slightly different technique: the illusion of motion is created not by 
changing images, but by rapidly changing the colors within a static 
imagp. 

ClEar the screen. Using Load Picture in the File menu, load the file 
Animations (in the Med .Res folder). 



Press 9 to hide the Info Bar and to hide the Menu Bar and 
Toolbox /Palette. (You can bring them back later by pressing the 
same keys a second time). Activate color cychng by selecting Cycle 
ffotn the Color menu, or by pressing the Tab key. Pressing Tab a 
second time stops the animation. Here's how each animation works: 



3.10 



TERTHREE: TUTORIALS 



1. THE COLOR WHEEL: The wheel was drawn with lines 
radiating out from the center. Each line's color is one shade away 
from the lines next to it. As the colors cyde^ the wheel appear? to 
spin. 

2. FALLINGSNOW: Thiswasdonemthesamewayas3below, 



3. THE BOUNCiNG BALL^ Each position of the ball was drawn in 
a different color from Range 2. Because five of the six colors in this 
range are black, only one frame shows at a time, as the remaining 
five are invisible against the black background. Change the black 
colors in this range to any non-black color to see all the frames. 

4. MARQUEE: This effect was created with the 2 colors from 
Range 4- In fact, the lightbulbs" are only flashing on and off. The 
viewer imagines the motion, just as he does with a real movie 
marquee. (Change Color 16 from black to another color to see all the 
frames.) 

5. THE RUNNING MAN: This was done in exactly the same way 
as the Bouncing BaD. Notice how the frames overlap slightly. 

Bring up the Palette Window, and play with the animation speed of 
the Color Wheel by clicking the Range 3 button, and then moving the 
Speed scroll box. {To the left is slower, and to the right is faster. If 
the scroll box is all the way to the left, cycling is turned off.) You can 
change the direction of the cycling by clicking the other arrow to the 
right of the Speed scroll bar. 



3.11 



CHAPTER THREE: TUTORIALS 



B TUTOFIIAL TWO: LOGOS UNLIMITED 



In this Beris of tutorials, we will take a relatively plain corporate 
logo and spice it up with some of DeluxePaint's fools. Wg have 
provided the original logo for you so you wont need to start from 
scratch. All you need to do is embelUsh it by foUowing the step-by- 
step instructions. First, however, you will need to load the original 
IqgOj which has been saved as a brush in the Brush folder of your 
DeluxeFaint art disk. From the File menu, select Load Brush; select 
the folder Brush, and click Open. Then select the Ble Archbnish> and 
click Open again. When the brush has ftnishod loading, select Use 
Brush Palette from the Color menu to use the same palette the brush 
was created with. Finally, Command-click Color 1 tblack) and then 
CLR to change the background color to black 

Let's sec how easy i ti s to spice up the standard logo: 



ITALICIZE 



Let's begin by italicizing the logo. DeluxePainl lets you tilt any 
image, whether text or graphics^ just by making a menu selection. 
Here's how; 

(J^From the Brush menu^ select Shear. Move the brush onto the screen, 
and, while holding the mouse button down, move the mouse 
horizontally across the screen. When you are satisfied with the 
slope of the letters, release the button. 

As you can see. Shear anchors the top part of any image, thereby 
allowing you to stretch the bo t torn part horizontall y i n ei [her 
direction. If you are doing this with text tas we did above), you can 
italicize letters to any angle you wish. Click the mouse button to place 
a copy of this new brush on the screen. If you want to save the new 
brush Crememberj it's a brush, not just an image on the scrsen), select 
Save Brush from the File menu, 5pc*cify the folder and filename <make 
sure you don't give it the same name as the original), and then click 
Save. To save onto your second drive, first click Disk. 
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BEND 

This Kme, well bend the logo vertically. Although you arc free ta 
compound these effects (that is, you can bend an image that has 
already been italicized), lei's start with the original brush again so 
we can see what effect tending has by itself. To restore the original 
brush, Command<:lit:k the Drush Selector icon in the Toolbox. This 
restores the brush to its immediately preceding state, flf you modify a 
brush more than once, you caimot restore it to its originsl state using 
this technique — you would need to load the brush again.) Now bend 
the brush as follows; 

^^From the Brush menu, select EJctid Vertical. Move the brush to the 
center of the screen and, while holding the mouse button down, drag 
up or down to "bend" Ihe brush. When you release the button, you 
will see that the brush now has a new shape. Click the mouse 
button to place an image of the new brush on the screen. 

If you like, you can save the new brush on disk. Just follow the 
instruc tians ou tlined in the Italicize section above. 



RESIZE 

In this exercise we'll resize the brush, stretching or shrinking it to a 
different size. Restore (or reload) the original brush and then follow 
these steps: 

^^'From the Brush menu, select Stretch. As you move the brush back 
onto the screen, you will notice that your cursor has changed to a box 
with a smaller box inside. While holding down the mouse button, 
drag the mouse diagonally. Drag it down and to the right to stretch 
it, and up and to the left shrink it. When you are satisfied with the 
new size, release the button. 

Note that if you want to resize the brush in proportion to the original 
— that iSr keeping the original ratio of height to width — press the 
Shift key before you start dragging the mouse, and hold it down as you 
drag. By constraining the change in this way, you can resize the image 
in direct proportign to the original. Also note that if you try to make a 
brush larger than the available memory can handle, the brush will 
snap back ta its starting size and shape. 
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In this exercise, we will change the colors of the original brush red 
and grey on a black background — to a new set of colors. After 
reloading the brush, click with the mouse button to place an image of 
the bru sh on the page. Here's how to change the brush's colors: 

Click a medium blue shade from the Palette. This is your new 
foreground color^ soon to be the new brush color. 

Next, select the red of the original brush as the background color. 
You can do this using cither of two techniques. First, you can select 
the red by Command-clicking the mouse button on that color in the 
Palette. (Make sure you select the correct red.) Alternatively, you 
can click inside the Color Indicator (your cursor changes into the 
Color Selector cursor). Now when you Command-click on a screen 
color (for example, red}^ that color will become the new background 
color. 

Because it can convert your entire painting area into a palette, this 
technique of clicking the Color Indicator to select any screen color as 
the new foreground or background color is particularly useful. 
Whatever color you click in the painting area with the Color Selector 
cursor becomes the foreground color, and whatever color you Command- 
click becomes the background color. (You may find the keyboard 
equivalent even more useful: press the comma key to get the Color 
Selector cursor, and then click on any of the screen colors as described 
above.) 

Make sure that your new foreground color is medium blue and the 
background color is red. The next step is to sivitch the foreground and 
background colors, so that every pixel of the current background color 
(red) in the brush will change lo the current foreground color (blue); 

From the Color menu, sdecl Back -> Fore Brush. 

Notice that selecting Back -> Fore Brush changed the red parts of the 
brush to blue. If you had an original brush that contained both red and 
blue, you could make the changes work in both directions by selecting 
Back <-> Fore Brush and then changing the background color to 
something other than red (to make the red visible instead of 
transparent). This would change all the red parts of the brush to blue, 
and all the blue parts of the brush lo red. 

Now that you've seen how easy it is to change colors, you might want 
to try changing colors on all the brushes you'll be creating in this 
tutorial 
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PATTERN FILL 



Reload the original brush by selecting Load Brush from the Rle menu. 
When the brush has loaded, place an imagt! of it on the screen by 
clicking with the mouse button. 

In Ihis exercise^ you^l be coloring the brush image with a pattern 
rather than a solid color. Hera's how: 

WLoad Pai(*iml from the Brush folder and select Use Brush PaJctte in 
the Color menu. Your new brush will be a small square with 
horizontal blue stripes. Now Command-click the Fill tool icon to 
bring up the Fill Type Dialog Box. Click Get Brush. This last action 
places a copy of the current brush pattern Cthe one we just loaded) in 
the dialog box. Click Pattern to set this pattern as the current fill; 
then dick OK. 

The next step is to use this pattern fill to spice up our logo: 

Click the Fill tool icon, place the dripping paint portion of the 
cursor on the grey parts of the arch graphic, and click until the arch 
is completely filled with the pattern ftwo applications should do 
it). 

You might want to do the same thing with the lettering, but this time 
try creating your own pattern. Using the Straight Line tool and the 
second round brush from the left, draw a series of horizontal deep-blue 
lines, equally spaced from each other (about one pixel apart should 
work fine). Now click the Brush Selector and pick up some of the 
pattern as a brush, Make sure you pick up a representative part of the 
brush, one that will give you a recurring pattern. Command-click the 
Fill tool icon to bring up the Fill Type Dialog Box, and select Get 
Brush as before. If the pattern in the box does not look right Ce.g., if it 
has an extra white line somewhere), go back to the pattern on the 
screen and pick it up again, this time making sure you don't pick up too 
much or too little. When you are satisfied, go back to the Fill Type 
Dialog Box and click Get Brush and Pattern and then OK to complete 
the transaction. Now when you use the Fill tool icon, the paintcan 
will be filled with the pattern you created. As you click on each letter 
of the nam^ it will fill with the new pattern. 
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In this exercise we will give our logo a professional touch by adding a 
drof shMoio. A drop shadow creates an illusion of depth by putting a 
dark shadow under an object, First, load your standard Archbrush, Eind 
then click the color you want to use for the shadow (making it the 
foreground color). Black and brown are the most appropriate shadow 
colors. Then do the following; 

HtF' Select Color from the Mode menu (or press the 2 key, the keyboard 
cquivalenl)- 

The Color option lums a multicolored brush into a solid calor, the 
currently selected foreground color. This is a way of selecting brush 
color from the Palette, ju&l as we did when we created your custom 
palette in Tutorial One, When you arc in Color mode, DeluxePaint 
uses just the Outline of the brushy and colors it the current foreground 
color- 
Position the new C5olid<oIored) brush on the screen and click to 
place an image of it Iho-e, 

You have just placed a copy of the logo's shadow on the screen. Now 
you need to revert to the standard brush so you can place a copy of the 
logo over the shadow. 



Select Matte from the Mode menu to restore the brush to its original 
farm Cor press 1) and position it over the shadow. Offset the 
standard tnush slightly so you can see the shadow underneath it and 
press the mouse button. 

You have jusE created a logo with 3 drop shadow to create the illusion 
of the logo hovering slightly above the page. You might want to save 
it as part of your library of Arch logos. Remctnber to give it a different 
name before you save it; otherwise you will lose the original brush. 
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OUTUNING THE LOGO 



In this exercisG, we will put a different-colored outline around the 
logo. As before, begin by reloading ihe standard Archbmsh and then 
select 95 your foregrourtd color the color you want to use for the outline. 
Choose a color that is not already represented in the logo^ as this will 
mske it easier to change it later without affecting the rest of the lego. 

Select Color from the Mode menu {or press 2). 

As before, this turns your multicolored brush into a solid color, the one 
you chose as your foreground color. 

Select either the Unfilled Rectangle tool (for a squared-off outline) 
or the Unfilled Circle (for a rounded outline). Move the crosshair 
back to the screen and, holding the mouse button down, drag down 
diagonally a few pixels. Each pixel you drag the mouse increases 
the thickness of the outline by that amount. Release the button. 

As ynu have probably noted, the Rectangle and Circle drawing tools 
paint with the current brushy whether it is a built-in or a custom brush. 
This lets you create an accurate outline of any shape, just by dragging 
it the required distance. 

{^"To revert to the original multicolored brush, select Matie from the 
Mode menu (or press 1), or Command<lick the Bru&h Selector. 

Position the origiriitl brush over the outline and click the mouse 
button to deposit an image ihera. You can now pickup your new logo 
as a brush, and then repeat the same procedure to produce multiple 
outHnGs. 



GRADIENT FILL 

One of DeluxePaint's most powerful features is its ability to fill a 
shape with multicolored gradients as well as with solid colors. In 
this exercise, we'll see how easy it is to create a gradient pattern and 
fill the arch in our logo with it. As before, clear the screen, restore or 
reload the standard Archbrush, and place a copy of it on the screen by 
clicking the mouse button. First we'll define our gradient range: 



IMP^ Bring up the Palette Window by Com,mand-clicking on the Color 
'-^ Indicator, or by prtssing p from the keyboard. From the Palette 

Window, create the color range you wish to use for your gradient 
_ fill. (For creating a color range, see Tutorial One). When you've 

defined your ranges, click OK to return to the painting screen. 



I 
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We have now created a color range to use as a gradient fill. Now when 
you fill a shape with a gradient fill, it will use that color range. 
First, however, you need to select one of the colors in the range by 
clicking it with the mouse button. Next, you need to tell DeluxePdint 
to use that color range as a fill pattern. Here's how: 

Command-cliclc the Fill tool icoru 

This tells DeluxePaint that you want to customize the icon's effect, 
and bringB up the Fill Type Dialog Box. RemGrnber^ Cc>mmand-<lickitig 
the drawing tools lets you customize the respective effects; see The 
Tools, in Chapter Two, above. Now you need to select the variables 
you want to use for your gradient fill: 

e^'* Click the top Gradient radio button (for Vertical BU), and then 
drag the Dither scroll box left or right to create the dcsiiGd amount 
of dithering in the gradient. Click OK to complete the transaction. 
When you return to the painting area, click the Fill tool with the 
mouse button to select it, and then click on the arch symbol to fill it 
with the gradient. 

Try experimenting with different gradients and dithering to get an 
idea of the variety of effects available to you. Try the different 
gradient fills and sec how they work on the Arch logo. 



You have just seen how to take a relatively plain logo and embellish 
it with some of DeluxePainl's tools, in the next tutorial^ we will 
cEKplorc the uses of stencils and friskets. 
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j '4 EI TUTORIAL THREE: THE WORLD OF STENCILS 

J In the following set of exercises, you will Iciarn how to create and use 

S^-i ijj stencils ^^Hhin DeluxePaint. Although stencils are primarily used 

Lfor producing quick, uniform lettering by amateur signwriters, they 
_i have uses that go far beyond that. Airbrush "artUis, for example, 

use stencils [called friskets) to cover certain areas of their work 
while they airbrush other areas. In fact, for an airbrush artist the 
creation of friskets is probably the single most important part of a 
job, because the final image can be only as good &s the friskets that 
dcHne the boundaries between ite various areas. 



DeluxePaint makes it easy to create a stencil for any part of an 
image^ without the need to redraw the image. All you need to do is 
specify the colors that make up the stencil, and DeluxePainI does 
the rest, even if the image is highly intricate. By contrastj, an 
airbrush artist has to create his image twice — once when he draws 
the original design^ and againwhen he cuts out the friskets. 

Here's how it works: when you make a stencil for a particular set of 
colors, you are locking (and thus protecting) any parts of the picture 
that are made up of those colors^ making thGm impervious to any 
ovcrspray. This means that when you have a stencil for a 
particular set of colors, you cannot paint over those colors until you 
turn the stencil off. It also means that you can essentially paint a 
picture backwards^, from (he foreground to the background, because 
you can use stencils to mask any foreground objects from the colors you 
are using for the background objects. 

The following exercises explore various aspects of stencils in 
DeluxePaint. Before you begin, go to the File menu and load the 
picture called Stencilset from the Med.Re3 folder on the 
De ] uxePain t art disk. 
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DISTANT SNOWGAPS 



The left part of the SlGncilscI picture shows a distant mountain range 
behind a green field and under a colorful sky. ([f you followed the 
preceding hjtorial, you'll realise that both the sky and the field were 
created with a Gradient Fill, in a fraction of the time it would take 
using more traditional techniques. See the Gradient Fill exercise 
above ) Note that the mountain range is actually made up of several 
ranges, with the more distant ones painted in lighter shades than the 
nearer ones. In this exercise, wc will put a snowcap on the most distant 
range without disturbing any other parts of the picture. This would be 
a tall ordor for any other graphic medium, but is surprisingly easy 
with DeluxePaint. Far example, if you were to do this using a 
standard airbru&h, you would need to cut out frifikets to cover every 
part of the image Except the distant mountain range, and then spray 
the picture, all the while hoping that none of the snow color would 
bicxxi under the friskots. 



Lets create a stencil that "locks' every color in the picture except 
Color 4, the color of the most distant mountain range. Wc cannot paint 
over locked colors. 5o> in this case, Color 4 will be the only color we 
can paint snow on. 

From the Pict menu^ select Make Stencil to bring up the Make StcnCll 
Dialog Box (&cc Figure 3,2). Click Clear, click on Color 4 (the blue of 
the mostdistaol mountain range), click Invert, and then click Make. 



Make Stencil 
C Clear ] Locked: 
[ Invert. 1 |H 



Make 



C Cqnccl ] jiiilii 



Figure 3.2. Make Stencil Dialog Box 

The first click cleared the picture of any sttencils, the second selected 
the stencil color, the third click inverted the stencil coni^guration 
{making everything except Color 4 a stencil), and the fourth made the 



3.20 



CHAPTER THREE; TUTORIALS 




stenciL To lei you know that you have a sicndl active, an "S" appears 
on the Info Bar {[{ the Info Bar is not showing, select Info 13ar from 
Ihe Edit menu.) 

Note that clicking Invert simply inverts the current stencil 
configuration, saving you the trouble of clicking all the colors except 
the one you want to paint on. This is useful if you want to paint on one 
or two selected colors to the exclusion of the rest; if you want to create 
a ^toncjl to lock only one or a few colors, then use the direct approach. 
The next step is to paint the snow on the distant mountain range: 

(^Select while as the foreground color by clicking Color 16, and then 
select the one-pixel brush and the Airbrush tool. Move the cursor 
over to the d is tant moun ta i n range a nd spra y a sno wcap on i I 

Because every color except that of the mountain range has been locked, 
you can spray without fear of conlaminating any adjoining colors. 
Note that although the white you are spraying on the mountain range 
is one of the locked colors^ it is not itself locked while you are 
applying it. This means that you can paint over it with another color 
(such as the original color of the mountain, if you don't like the look of 
the snowcap) just as though it were unlocked. To lock a recently 
applied color, select Make Stencil again and click the Make button. 

This also means that you can use the "Again" key (a) to bring hack the 
Make Stcndl Dialog Box, if Make Stencil was your last menu 
command (The Again rule is simple; press a whenever you want to 
repeat the immediately preceding menu command, to save your moving 
the mouse up to the Menu Bar and through menu options. If your last 
menu command produced a dialog box, then pressing a wiU produce 
tha t same dialog box, wi thou t the need for menu selections.) 



SUNRfSE IN THE ROCKIES 



In this exercise, we will make the sun rise behind the mountains in the 
StencUset picture. So we need to lock every color accept the sky. 
Here's how: 

9^ Bring up the Make Stencil Dialog Box, click Color 4 (the distant 
mountain color) to lock it, and then click Colors 2 and 6 through 9 
(the sky colors) to unlock them. ClickMake. 
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You have now locked every color in the landscape except the sky 
colors. Now let's make the sun rise: 

Make black your current background color. Click the Brush Selector, 
move the large crosshair over to the sim image (on the far right of 
the screen), and pick it up with the mouse button. Move the brush 
over to the sky above the mountain range. (Note: You won't see the 
brush until you move it to the sky area,) 

Did you see the sun move fas^iiW the mountains and then peek 
through? This is because every color — except the sky colors and the 
background — is locked, and so will not accommodate the sun brush. 
When you are satisfied with the placement of the suiv click the mouse 
button to stamp an image of It there* 



CLTTTING SOMETS 



In this exercise, wc will explore further aspects of DeluxcPainl's 
powerful stendl editor. In particular, you v^ill see how to turn stencil 
colors on and off from yourscreen, notjustfrom the Make Stencil Dialog 
Box, (In this exercise, we are still working with the Slencilset 
picture.) 

0^ Bring up the Make Stencil Dialog Box, and click Qcar to dear all 
the stencils. Select a color other than red, blue, or yellow as your 
background color — for example. Color II, green, ffhus^ when you 
pick up your brush below, none of its colors will be transpareril,) 
Now move the pointer outside the dialog box and click the large Z 
shape at the bottom of your picture. Click Invert in the dialog txjx 
and then click Make to create a stencil and return to the painting 
screen. 

Now let's SGfi what we can do with the stencil we just created: 

Click the Brush Selector and pick up the textured area to the right 
of the 2, Move the cursor over to the Zand watch what happens. 

Did you see the textured brush appear behind the 2? Because all the 
colors except the 2 arc locked, it looks like you are viewing the 
textured brush through a Z shaped window. Now, when you place the 
textured brush behind the Z and click the mouse button, you will fj]] 
the Z with the textured patternn 
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THE EYES HAVE IT 



You may have trouble finding a practical application for ttus next 
exercise, but it's fun nonetheless. 

(^Open the Make Stencil Dialog Box, click Qcar, and then cHck the 
following colors: 3, 6, 15, and 10. Click Make to complete the 
transaction. Now pick up the two blue circles at the lower rfght and 
nmove them over to the face. 

Because all the colors in the face are now locked, the two circles 
appear to move behind it. When the circles are directly behind the 
eyes, you can make the eyes appear to move around just by moving the 
cursor around. You can set the eyes in any position you like just by 
clicking the mouse button. If you don t like it, click Undo and try again, 



FIXING THE BACKGROUND 

By using a combination of stencils and fixing the background, you can 
define a stencil by area rather than color, Thi& lets you confine a 
stencil to a particular area of the page, without forcing you to lock 
every instance ofa particular color. Let's take a closer look: 

Cancel the previous stencil by selecting Free Stencil from the Picl 
menu for by pressing the key to the left of the Spacebar). Make sure 
your current background color is black. 

Pick up the small dump of pine trees from the right-hand side of 
the page (above the blue circles). From the Piet mervu^ select Fix 
Baclqjround, 

You have just fixed the picture to the background tthe B in the Info 
Bar tells you so)^ which means you can always return to that picture by 
clicking CLR. Thus, you can stamp pine trees all over the landscape 
and then return to the origtnal picture at any time. You can also fix 
the background successively, updating the picture from the previous 
"fix." CAs we saw earlier, you can press a, the Again key^ to repeat the 
immediately preceding menu option.) For the purpose of this exercls^ 
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go ahead and stamp a few dumps af pine trees on the closest mountain 
range. Now let's turn that coUection of pi ne trees into a stencil: 

FrQm the Pict menu, select Lock Foreground. 

This last action turned the foreground (i.e.^ everything you added to 
the pichare since fixing the background) into & stencil, but without 
affecting any other part of the picture that uses those same colors. Try 
it and see. Move your pinc-tres brush over to the pine forest and you1l 
see that your brush goes behind the forest but in front of everything 
else. You can remove this stencil either by turning the stencil off 
(selecting Toggle Stencil from the Pict menu) or making a different 
stencil by locking colors in the Make Stencil Dialog Box, And as is the 
case with regular stencils, clicking CLR does not clc^ar the stenciled 
area — it is protected until you turn it off, just like the fixed 
background. 
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□ TUTORfAL FOUR: PUTTING TKINGS IN PERSPECTIVE 







t 



In this tutorial, we will be examining the rolatim and manipulatiDn 
of brushes about ihe three spatial axes to produce perspective effects 
without the need for technical drafting tools. 

In Perspective mode, you work withm the three spatial axes — x, y, 
and z — to create throe-dimensional objects. Visualize that the x and 
y axes are on the surface of your screen and the z axis runs 
perpendicular to the screen (toward the back of your monitor), as 
illustratGd in Figure 3, 3below. 

y 




Figure 3.3. The Three Axes Used in Perspective Mode 



In this manual, the throe axes always refer to the orientation of the 
brush. When you first enter Perspective mode, the screen's X-, y-, and z- 
axes correspond to the brush's x-, y-, and z axes. Once you rotate the 
brush, however, the brush and the screen no longer share the same 
axes. In Figure 3,4 below, a brush is rotated away from you about its x- 
axis. The x-axis remains the same, but both the y- and z-axis have 
been rotated. Figure 3.4 also shows the brush's original y-axis and its 
new y-axis. 
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Brush's original 
y - axfs 



Brush's f}ew 
y • axis 




ar]gl& of roiatior} 



axis 



Figure yA. EKarnpleof altotated Brush 



Perspective mode also lels you place the perspective center Cthe point 
level with the viewer's eye) anywhere on the page, [n addition, by 
selreHvely fixing any one of the three axcs^ you can make your brush 
change size as it moves up and down the page, letting you create objects 
that recede into the distance. Here are some exercises showing you 
how: 



AN AREA RUG 



In this exercise, we will learn how to rotate the image of an object (an 
area rug) tochange its perspective. 

^■From the File menu, select Load Brushy and open the Brush folder. 
(You might have to close another folder first.) Then load the brush 
named Dolphin. Select Usfi Brush Palette from the Color menu. Set 
the background color to white^ and click CLE. Select Info Bar from 
the Edit menu. Make sure that Coordinates and Brush Handle (in 
the Edit menu) are turned off. 
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Our first job is to define the perspective cmler (the viewer's eye 
level). For the purposes of this discussion, let's assume that there is a 
honzontdJ plane (the vk^ plane) passing through that point. 

^Ftom the Brush menu, select Perspective or press Enter on the 
keypad. 

Note that when you do so, yoiir brush turns into a large foiir<ell 
rectangle (called the brush outline). This is how your brush is 
represented it\ Perspective mode. You will also noUce a small 
crosshair in the center of the page. This is (he existine (default) 
perspective center* 

First, let's change the perspective center: 

Press the Decimal Point on the keypad. This changes your cursor 
mto a large crosshair. Move the krge crosshair to a point about one 
inch below the Menu Bar and about halfway acro&s the paee, and 
click the mouse button. 

This sets a new perspective center until we change it again. The cursor 
nowchangcs back into the four-cell brush outline. 

As we noted eariier, you can rotate your brush about any of Its three 
ax^, X, y, and z. When you first enler Perspective modi^ your brush 
and the screen share the same axes; that is, ihe brush's y-axis 
corresponds to the screen's y-axis, and so on. Thus, moving the mouse 
backward and forward causes the brush to move up and down on the 
screea along its y-axis. (And moving the mouse left and right causes 
the brush to move left and right, along its x-axis). When you rotate 
the brush (and its axes), mouse movement still translates into 
movement along the x- and y^xes, but these axes are now relative to 
the brush's orientation, rather than to the screen. For example, 
suppose you rotate a brush so that its y-axis is now running 
perpendicular to the screen. When you move the mouse backward and 
forward again {to move the brush along Us y-axis), the brush outline 
will now move closer to you and farther away. 

If you would like to read more abant DeluxePaint's perspective 
features, see the discussion under the Brush menu in the Reference 
section. However, it's a lot easier to understand how perspective 
works by trying a few examples. To illustrate an important mle of 
perspective, we will paint a "ru^' on the Hoor using two different 
methods. 
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Methtiil 1: With this method, well rotate the brush first, and then 
fine-tune its plane relative to the view plane hy using the apostrophe 
key. First let's rotate the brush; 

iW^Movc the brush outline so that its center coincides with the 
perspective center. Hold down the Shift key and press Keypad 
(Or to watch the brush outline rotate one degree at a time^ hold 
down Keypad 8 until 90 appears at the right of the Info BarJ 

You have just rotated the brush 90 dcgirees about its x-iaxis. But because 
the center of the bru^h corresponds to the perspective center, you are 
viewing the brush edge on, which explains why it is diflicuU to sec. 
i^ote that the brush's y-axis is now perpendicular to the screen and its 
z-^axis is now vertical^ which means the rug is lying flat. You can 
always tell the current stale of rotation in degrees (relati\'e to the 
screen) from the coordinates at the right of the Info Bar. At the 
moment, it shows 90, 0, to indicate that the brush has been rotated 90 
degrees on the x-axis, with zero rotatinn for the y-andz-axes. 

(A note about the Shift key: When used in conjunction with the other 
keys that affect brush orientation, the Shift key increases the 
increments of rotation or movement along an axis. For example, by 
using the Shift key when you pressed the Keypad 8 above, you were 
able to rotate the brush 90 degrees with a single movement You could 
hiVc achieved the same result by pressing the un-Shifted 8, but you 
would have had to do so 90 times (since each keypress rotates the 
brush one degree). Note IhaE 90 degrees is the default rotation value 
(called the Angle Step) that is linked io the Shift key. You can enter 
a new value by Command-clicking the Grid icon while in Perspective 
mode.) 

Now Jet's define a new brtish plane. Since we waaii to paint a rug on 
the floor, we'll move the brush down its z-axis (the screen's y-axis), so 
that the brush is below eye level: 

fl^^ Hold down the Shift key and press the ^ (apostrophe) key. 

You have just shifted the brush down its z-axis, so tfiat it is below eye 
level. The apostrophe and the semicolon keys control movement down 
and up the bnish's z-axis^ letting you fine-tune the brush plane after 
rotation. Now as you move the mouse forward and backward, the 
brush outline moves forward and backward^ along due plane we 
defined. 
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Let's paiiit the nig oiii the floor; 

Move the brush outline so that its base is near the bottom of the 
screen, and click the mouse button. 

The result is a view of a rug as it might appear from narmal eye level. 

Method 2: Now let's create the same effect using a more direct 
method. In Method 1 above, wc rotated the bnjsh at a time when the 
brush center coincided with the perspective center. Because the brush 
plane and the view piano were identical we had to take a further 
step to adjust the brush plane, by using the apostrophe key. In Method 
2, we'll move the brush center beleut the perspective center and define 
a new brush plane first; then we ll rotate the brush. 

First let' s define the brush plane: 

Click CLR lo got a fresh page. Press Keypad to rset aU three &\gs 
to zero. Position the brush outline so that its center is about one 
third of the way down the page. 

Now let's rotate Ihe brush: 

B^" Press Shift Keypad S (to rotate the bru&h 90 donees around its x- 
axis). Click the inoufrc button to paint the brush in its rotated form. 

By positioning the brush outline below the perspective center, we set 
its x,y plane parallel to but below the view plane, and we did so 
without using the apostrophe key. This illustrates the first important 
rule of perspective: 

The location of the brush autline at the Itme you roUte Ihe bruah 
delerminea the position of the brush plane relative to Ihe view planCr 

Whichever method you use, the result is a rug as it might appear from 
normal eye level. Vou can 'clean up" the image by selecting Options 
from the Brush menu and then Anti-Alia&ing Low or High from the 
Perspective Options Dialog Box before you place sn image of the brush 
on the page. Note that with anti-aliasing turned on, it can take 
substantially longer to paint a rota ted brush. 
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ARLfG ON THE CEILING 



In this exerdse, we'll rotate the brush to provide us with a view nf the 
&ame rug as it would appear if it were mounted on the ceiling. This 
time we need to use the opposite procedure: 

(i^^ Click CLR to got a fresh page. Press Keypad to set all axes to zero. 
Press the Decimal Point key on the keypad and move the large 
crosshair to the center of the page and about one inch from the 
bottom, and click the mouse button. Move the brush outline so thai 
Its center is about two-lhirds of the way up the page, and press 
Shift Keypad 7 to rotate the top of the brush 90 degrees towards you 
(or hold down Keypad 7 until 270 appears in the Info B&r.) Click 
the mouse button to paint the area rug on the ceiling. 

Wc have already seen that Keypad B (and Shift Keypad 8 3 control 
rotation about tfie brush's K-axis. The same applies to Keypad 7, 
except thai it rotates the brush in the opposite direction about its x- 
axis. Keypad 9 resets the x-axis to zero rotation. This means that all 
X-axis rotation is controlled by the fop row of keys on the keypad. 

In Ukc fashion^ all y-axis rotation is controlled by the middle row of 
keys on the keypad, and z-axis rotation by the bottom row. Thus, to 
rotate the trush about the y-axis, press the Keypad 4 or 5 keys, and to 
reset the y-axis to zero> press the Keypad 6 key. To reset all three 
axes to zeroj press Keypad 0. By now, you have the fundamentals of 
perspective at your fingertips, so you should feel free to experiment 
with different brush rotations. 



CUBISM REVISITED 



In this exercise, we'll sec how easy it is to create cubes in any 
orientation in three-dimensional space. Let's start by creating a new 

brush: 

Clear the screen. Qick the Grid icon to turn on the Grid. Command- 
click the FilliconandclickSolid and thGnOK(togetasolid fill). 
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Select the Blled Rectangle tool and a foreground color that 
contrasts with the current background color. With the Shift key 
held down (to constrain the rectangle to a square)^ draw a square 
about two inches wide. Select a new foreground color and draw a 
second square inside the first. 

Now let s pick up the square as a brush and move it into Perspective 

mode: 

Di^* Click the Brush Selector; then pick up the square using the 
Command key and the mouse button. Try not to pick up any 
background color when you pick up the square. From the Edit menu, 
select Brush Handle to move the arrow cursor to the lower right 
corner of the brush. Select Perspective from the Brush menu (or press 
Enter on the keypad) to enter Perspective mode. 

Our first job in perspective is to reset all axes to zero and to redefine 

the perspective center: 

Press Keypad to reset the axes. Then press the Decimal Foinl on 
the keypad and set the perspective center to the center of the page^ 
about one third of the way down. 

When the grid is on in Perspective mode^ the size of the grid defaults 
to the brush dimensions, i,e,j the grid's x and y dimensions correspond 
to Ihe brush's x and y dimerisions. In addition, the grid's z dimension 
corresponds to its y dimension. You can change the&e settings by 
Command<licking the Grid icon while you are in Perspective mode, 
but for this exercise we want to use them just as they are, because that 
is the b(st setting for creating cubes. 

Move the brush outline to the bottom left side of the screen and click 
the mouse button to place an image there. Note that since the Grid 
is on^ DoluxcPaint lets you place an image only at certain places on 
the SCTCcn (alongGnd lines). 

You have just created Ihe front face of the cube. Next, we need to 
rotate the brush abou t its y-axis to crtate the right face of the cube: 

fl^ Press Shift Keypad 4 to rotate the left side of the brush back 90 
degrees. Without moving the brush, click the mouse button to place 
an image there. Then press Shift Keypad 5 to rotate the brush back 
to its original position. 
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We have just built two sides of the cube. hJow let s put a top on i t: 

Without moving the brush left or right, slide it up one Grid position 
("notch") so it is directly above the first side of your cube. Press 
Shift Keypad 8 to rotalf? it 90 degrees about its x-axis, Qick the 
mouse bu tton to paint the lop on the cube. 

You probably noticed that the above cor^sh^ction involved minimal 
mouse movement. This is because with Grid turned on and the handle 
at the lower right corner of the brush, you only need to move the rriouse 
two or three times. All rotations arc about the brush handle, which 
automatically places the sides of the cube in their correct positions. 
Now that you have the rudimonts dowri^ try stacking cubes on top of 
each other, or stacking them side by side. Because you are in three- 
dimensional space, the possibilities arc almost endless. 



A ROW OF STATELY HOMES 



For this exercise, load the brush called Building and select Use Brush 
Palette from the Color menu. Reenter Perspective mode by pressing 
Enter on the keypad. Wc will be rotating the brush about its y-axis to 
provide a view of a building from the side. In addition^ wt'll be 
resetting the perspective center to provide a "street-level" view. 

Clear the screGix, Turn off the Grid, and turn off Brush Handle on the 
Edit menu. Press Keypad D to reset all three axes to zero, and then 
press the Decimal Point key on the keypad to reset the perspective 
corner. Move the large crosshair to about one inch frDm the bottom 
and about one inch from right-hand edge of the page (near the 
Palette) and click the mouse button. 

Now well rotate Ihebrushaboutits y-axis: 

Position the brush outline so that its center coincides approximately 
with the center of the page. Press Shift Keypad 5 to rotate the 
brush 90 degrees about the y-axis. Move the brush to the loft-hand 
side of the page. When you can just see the left-hand edge of the 
brush outline (i.e., just before it disappears off the left-hand side of 
the page)^ click the mouse button. 
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You have ju&t painted the first of a row of buildings. To complete the 
row, move your brush so that its left edge coincides with the first 
building's right edge and place an image lhGre< Continue this process 
until you have completed the whole row. As before, you may want to 
clean up the jagged edges a Hltle, You could also "hirn off some of the 
lights by painting them a different color. You're the architect. You 
can even turn your buildings into highriscs if you like. Just add a 
second layer on top of the first 



ANOTHER POINT OF VIEW 



When we built our row of homes, we placed the perspective center (the 
viewer's eye level) toward the bottom right-hand corner of the page. 
This resulted in a row of homes as they would appear from street 
level. We could have placed the perspective center near the top of 
the page and created a row of buildings viewed from a higher plane. 
As an exercise for yourself, go back and recreate the row of buildings, 
but this time place the perspective center about one inch from the top 
of the page rather than the bottom. Press Keypad to reset the axes, 
move the brush outline to the center of the page as before, press Shift 
Keypad 5 to rotate the brush 90 degrees about the y-axis, and click the 
mouse button to paint. This time the buildings will appear to be 
Viewed from above. 




FIXING AXES AND OTHER MYSTERIES 



We have already seen how mouse movement translates into movement 
along the brush's x- and y-axes> and that this continues to be the case 
after the brush is rotated. We have also seen how to position a brush 
on its z-axis by controlling the position of the brush when you rotate it, 
and by using the apostrophe and semicolon keys to fine-tune that 
position after rotation. Now it's time to examine these concepts a 
little more closely, 

The reason movement along a brush's z-axis is controlled by brush 
position at the moment of rotation (and by the apostrophe and 
semicolon keys after rotation) is simply that the mouse is only capable 



3.33 



J 



HAPTER THREE; TUTORIALS 



of two-dimensional mDvement Lifting the mouse off the table <lhe 
third dimension) has no effect onscreGii/ 3nd so it 15 necessary to fix oiic 
axis with respect to mouse movement. When you first eriter 
Perspective mode, the brush's ^-^xis is fixed, which means that mouM 
movement controls movement only along the brush's x- and y-axes. 
This, however, is only the default mode; you can selectively fix any 
one of the three axes, and allow mouse movement to control the other 
two. And as you might expect, brush placement (and the apostrophe 
and semicolon keys) controls movement along the fixed axis^ 
whichever one that might be, just as it did when the z-axis was fixed 
To sec how this works in practice, try the following simple exercises: 

Clear the screen. Place the perspective center at the center of the 
page. Reset the brush rotation to zero by pressing Keypad D, and 
move the brush outline so that its center coincides with the 
pca-spisctivG center. 

To fix the X-axis, press Shift Keypad 9 (remember, the top row of 
the keypad controls the x-axis). 

Now when you move the mouse, your brush will move along the y- and 
z-axes. Try it and see. If you move the mouse to the right of center, it 
gets larger; if you move it left again {back toward the center of the 
screen)^ it gets smaller. This is because side-to-side movement now 
controls movement along the brush's z-axis, the one perpendicular to 
the screen. On the other hand, moving the mouse backward and 
forward (toward you and away from youj has no effect on brush size, 
because this simply moves the brush along its y-axjs. As you've 
probably guessed by now, this is an easy way to resize a brush; fix the 
X-axis, move the brush horizontally until it is the right size^ and then 
click the button. Similarly, you can rotate a brush simply by rotating 
it about its z-axis (the bottom row of the keypad). 

Press Keypad to reset the axes and to rcfix the 7.-n\is. Now try 
fixing the y-axis (Shjft Keypad 6] and doing the same thing. This 
time, back war d-and -far ward mouse movement controls movement 
along the brush's z-axis, while side-to-side movement controls 
movement alon^ the x-axis. To fix the ;s-axis again, press Shift 
Keypad 3. 



3.34 



CHAPTER THREE: TUTORIALS 



CfTY PLANNING 



Let's try our new axis-fixing skills on some city planning^ and create an 
entire city with a single brush. Here's how: 



^ Reset all axes to zero (Keypad 0) and plac^e the perspective center at 
2 ^iS the center of ihe page and about one inch horn the top. Move the 

brush outline so that its lop coincides with the perspective center 
(i.e., about one inch from the top). Press Shift Keypad 6 to fix the y- 
axls. 

By Rxing the y-axls^ tjackward-and-forward mouse movement now 
controls movement along the brush's z-axis. You can now stamp 
buildings all over the page, and they will vary in size in accordance 
with thoir locaition on the screen's vertical axis, Note,, however, that 
as you stamp buildings on the pagc^ their tops stay at approximately 
the same height on tlie page. This is because the top of the brush 
coincided with the perspective center when you fixed the y-axis. You 
can change tills now by shifting the brush alongits y-axis^ as follows: 

Hold down the Shift key and pr^s the ' (apostrophe) key. This 
moves the brush along its Cfixcd) y-axis, moving it down below eye 
level 

Now as you move the brush up and down the page^ the top of the brush 
moves up and down as well. Thus, by using the apostrophe key^ you 
can fine-tune the brush's location on its fixed axis, changing its 
position relative to the viewer's point of view. 

Note, however, that you can control Ihis effect another way, just as we 
did when we rotated the brush in the first exercise. When you iixed 
the y-axis above, the top of the brush outline was level with the 
pGrspective center. If the brush outline had been towards the bottom 
of the page when you fixed the y-axis, Ihe result would have been 
different. Try it. Reset all the axes to zero, move the brush to the 
bottom of the page, and fix the y-axis. Now as you move the brush up 
and down, its top moves as well. This illustrates the second important 
rule of perspective: 

The location of the brush oulline at the time you fix an axis determines 
the position of the brush on its fixed axis lelalive to the view plane. 
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Try the following as an cierdse for yourself: reset the perspective 
center to a point about two thirds down the page, and then fix the y- 
axis in a way that allows the bottom of the buildings to be 
appmximately level, providing mare of a street-leivel perspective 
(Hint: the same principle applies that applied in the previous 
exercise when we feed the tops of the buildings). 

Congratulations! You have just completed a series of tutorials 
designed to make you a DeluxePaint power user. But while the 
preceding tutorials cover most of DcIuxcPaint's important features, 
they couldn't cover everything. If you need information on any feature 
not covered in the tutorials or any of the preceding secHons^ you can 
look it up m the following chapter, the Reference seetiorL 
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Thk ckajjter describes eTxry one of the DeluxePainVs features. First, 
it dhcusse$ menu items, menu jiictiu; then tooh in the Toothox; and 
finally, keyboard cemmands and cursors. Refer to i/iis ck^ter when 
you mant to took up information ijuickly about a certain feature of the 
program. 
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As you press down the mouse buttgti and move the pointer horizontally 
across Delux«Faint'!» Menu Bar, one after another of the menus drops 
down to reveal its selection of opttans. Moving the cursor down the 
selection of options highlights each one. Releasing the mouse button 
when a menu option is highlighted selects that option. If the option 
name is followed by ellipses (...)> a dialog box appears after you select 
the option. There, you type information or select additional options; 
then you click OK to accept your new information or Cancel to leave 
the dialog box without making any changes. 

In many cases^ you can select a menu item by using its keyboard 
equivalent. Keyboard equivalents, where available, are given in the 
descriptions that follow. You can find a table of keyboard equivalents 
at the end of the ReferEnce Section and in your Reference Card, Before 
you use a keyboard equivalent, make sure the cursor is not pointing at 
the Menu Bar, or your koysh-oke will have no effect. One keyboard 
equivalent deserves special mention: a (the "A^in" key) invokes your 
last menu option, whatever it may have been. For example^ if your 
last menu option produced a dialog box (e.g.^ a save or load dialog 
box), then pressing a produces the Mine dialog box. 

The menu&, reading from left to right across the Menu Bar, are as 
follows: 
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APPLE (*) MENU 



The Apple menu gives you copyright information about DeluxePaint 
and lists your IlCS desk accessories. 

ABOUT DELUXEPAINT.,. 

Gives the ruajne of the program^ the date and version number, 
copyrightinformation, and developert" names. 

DESK ACCESSORIES 



Lists the mini-applications that you currently have accesH to (such as 
a clock, calculator, or notepad). See your liGS documentation for 
information about desk accessoriBs. 



RLE MENU 

The File menu lets you load and save pictures, brushes, and stencils, 
and print pictures, 

LOAD PICTURE... 

Brings up the Load Picture Dialog 3ox (refer to Figure 1.4}. To change 
to a different drive, click Disk, Click the name of the file you want to 
load. {If your file is in a folder, open the folder first by double- 
clicking.) If there are more items in the directory than there is rtxim in 
thfi window, you can scroll through the directory by clicking the up 
and down arrows in the scroll bar or by dragging the scroll box up and 
down, if you change to a different drive or you swap disks while the 
Load Pichjre Dialog Box is displayed, DeliucePaint reads and displays 
the new disk's directory. Click Open to load the selected file, or 
Cancel if you change your mind. 

SAVE PICTURE^. 

Brings up the Save Picture Dialog Box (refer to Figure 1.3). To change 
to a different drive, click Disk, You can save a picture by typing a 
filename (up to 15 characters long) in the Save Picture box. Click Save 
to save your file, or Cancel if you change your mind. 
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To create a new foldet, type tKe folder name in the Save Pichue box, 
then click New FoldEr. When the new folder name appears in the list, 
double click to open it. Then save your current picture in a file in the 
new folder by typing the filename and clicking Save. 

Pictures are saved and reloaded with all their attributes^ such as 
palettes, stencils, and perspective infpnnation. Note that the spare 
screen is not saved, 

LOAD BRUSH,,, 

Brings up the Load Brush Dialog Box. This is identical in function to 
the Load Picture Dialog Box tsec above), except that you arc loading a 
brush rather than a picture. If you load a brush that has a palette 
ditforcnt from that of the current picture, the picture palette will 
remain In effect. Nonetheless, the brush palette information is loaded 
along v^ith the brush; you can change to the brush's palette by 
selecting Use Brush Palette from the Color menu (see below). If you 
wish to revert to the previous palette, use Restore Palette, also from 
the Color menu. 

SAVE BRUSH... 

Brings up the Save Brush Dialog Box. It Is identtcal in function to the 
Save Picture Dialog Box (see above). Brushes are $aved with their 
palettes, which includes color cycling Informalvon. 

LOAD STENCrt... 

Stencils can be loaded (and saved, see below) as separate items. They 
are full screen only, and can be loaded only to the position they 
occupied when they were created. When loaded^ stencils consist 
simply of a masked area and a "cut out" area of the screen. You can 
lay down paint only on the cut-out area. The Load Stencil Dialog Box 
15 identical to all other Load Dialog Boxes. 

SAVE STENGEL... 

You can save (and load, see above) stencils just as you can any other 
file, such as pictures or brushes. DeluxePaint saves your stencil as a 
"mask" with holes in it: The areas thai were unlocked colors are the 
"cut outs" on the mask. DeluxcPainl does not save any color 
information with the stencil. The Save Dialog Box for stencils is 
ider\Hcal to those for other types of files. 
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CHOOSE PRINTER.^ 

Lels you specify the printer you are using (such as ImagcWritcr or 
LaserWriter), and the port it is connected to (such as the printer port). 
Make sure all the information in this dialog box is correct before you 
use the Page Setup or Print options below. 

PAGE SETUP». 

Brings up the Page Setup Dialog Box, letHng you. specify how 
DeluxeFaint will print your artwork on the page. For example, you 
can specify the size of the paper you are us.mg and its orientation (that 
is, whether it will print upright or sideways). The options in the 
Page Setup dialog box may differ depending on the printer you have 
selected. Make sure the information in this dialog box is correct before 
printing your artwork using the Print option below, 

PRINT... 

Prints your current artwork. Make sure that your printer is connet^tcd 
and turned on; then click OK- Once your printer starts printing your 
artwork, you can stop printing by holding down the Command key and 
pressing the period <.). 

QUIT 

Leaves DeluxeFftint and returns you to your previous environment 



EDIT MENU 

The Edit menu lets you place DelujcePainl images on the liGS 
Clipboard (to copy to other IICS applications) and copy images from 
the Clipbcard. It also lets you display additional information on the 
screen (Coordinates and the Info Bar) and make certain changes in your 
brush. 

UNDO 

Cancels the last drawing action. Same as Undo in the ToolboXr 
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Cuts an image and places it onto th€ Clipboard, repUdng its previotis 
contdnts. This allows you to move text ot images between different 
applications. Sec your RcforGnce Card for more informatioiii. See also 
Paste, below. 

COPY 

Copies an image and places it onto the Clipboard, replacing its 
previous contents. This allows you to move text or images between 
different applications. See your Reference Card for more information. 
Seealso Paste, below. 

TASTE 

Pastes the contents of the Clipboard (such as graphics or text from 
another application) into the current application. See your Reference 
Card for moreinformation. 

FAST FEEDBACK 

As you draw with the Line or Unfilled Shape tools, gives you 
immediate feedback using the smallest (one-pixelj brush. Next, 
DeluxfPalnt completes the design using the currently selected brush. 
Use this to increase response speed while you are working with large 
or complicated brushes. Toggle Fast Feedback off by selecting it a 
second time. 

COORDINATES 

Turns on the coordinate display in the rigbt-hand portion of the Info 
Bar. (You must, of coursGj first turn on the Info Bar.) Moving the mouse 
without holding a button down displays coordinates for the current 
position of the cursor, relative to the origin. Initially^ the origin (0, 0) 
is set to the upper left-hand corner of the screen. Pressing and holding 
down the mouse button temporarily resets the origin to the current 
cursor position and displays the displacement value from that 
temporary origin when you move around the screen. (The readout is 
scaled in pixels.) [f selected, Coordinates are displayed instead of 
Axis Rotation information in Perspective mode. 
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INFO BAR 

Toggles the Info Bar at the bolCom of the screen (see Figure LI). The 
Info Bar displays the following inf onnatioii: 

PAINTING MODE: At the left of the Info Bar is the current painting 
modG (Matte^ Color^ Replace, Smear, Shade, Blend, Cycle, SmoothI 
See Mode mis^u, below, for information on painting modes'^ 

COLOR RLL BOX: This box {in the left center of the Info Bar) 
displays the currently selected pattern fill, gradient fill, or 
perspective fill. This is the pattern or gradient fill you will get when 
you fill a shape. The Color Fill Box is absent if fill mode is set to 
Solid. See discussion under Fill tool, below, for more information on 
the Fill Type Dialog Box, 

S: This notation appears in the center of the Info Bar when a stencil is 
active. 

B: This notation appears in the center of the Info Bar when the 
background is fixed. 

AXIS ROTATION: When you arc in Perspective mode, the amount of 
rotation about each axis <x, y, and z, respectively) appears at the 
right of the Menu Bar. Axis rotation infonnation does not appear if 
Coordinates is selected. 

COORDINATES: When Coordinates (Edit menu) is selected, the 
coordinates of the cursor pt^ition arc displayed at the right of ttie Info 
Bar. Sec the Coordinates option, above. If selecledj coordinates are 
displayed instead of the Axis Rotation information in Perspective 
mode. 

MEMORY AVAlLABlLrrV: If you press the CTRL key and a, at the 
same time> the amount of remaining memory is displayed at the left 
side of the Info Bar. See the Reference Caird for information on 
DeluxePaint's memory usage. 
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Lets you specify whether you'll bold your custom brush directly by its 
center (the default) or by a 'handle" on one of its corners. Select Brush 
Handle if you want to hold your custom brush by a corner (as marked 
by the arrow cursor). The location of the handle depends on the 
direction you drag the moust when you pick up the brush, [f you drag 
down and to the rights the handle will remain at the lower right. If 
you drag up and to the left, the handle will move to the top left. The 
same principle applies if you drag down and to the left or up and to 
the right. In other words, the corner you drag to is the one the handle 
will attach to. Holding a brush by its Brush Handle is particuUrly 
useful in Fcrspcctivemode Csce Brush menu, below). 

To turn off Brush Handle and hold your brush by the center, select 
Brush Handle ^g^in (so it is not checked on th&Edit menu), 

EXCL BRUSH 

If you pick up a brush with Excl Brush (and tho Grid) selected, you 
will exclude a one-pixel border on the right and bottom edges (see 
Figure 4.1), This is usefu! if your brush has a colored border around it 
and you want to use the brush to create a pattern fill or perspective fill 
(using the Fill Type Dialog Box), When DetuxePainl creates your 
pattEm, the border remains a uniform width throughout instead of 
being twice as wide where one copy of the brush is plated next to 
another. 



itJff screen 




i/p mih up wlih 

EMCt Brusn oft Exd Bmsh an 



Figure 4.1. An Example of Using Hxcl Brush (Assume Crid i» On) 
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SQUARE ASPECT 

Because the liGS pixels are not perfectly square, squares and cipclos 
drawn with the shape tools are not perfectly square or round on the 
screen. (They will look better when printed, haweverj If you wish to 
make any squares or circles you'll draw appear "true' on the screen, 
select Square Aspect from the Edit menu. This will square all the built- 
in brushes, the appropriate shape tools, and symmetry. Square Aspect 
docs not square gridding or perspective. 



PICT MENU 

The Pict menu lets you work with stencils, backgrounds, and the spare 
pagG< and set screen resolution and page format The Pict menu 
contains the following menu items; 

PAGE SIZE... 

Brings up the Set Page Size Dialog Box (see Figure 4.2). You can select 
the finished size of your painting (page size) that you wish to work 
on. 



Sex, Pafle Size 

^ Screen Size C320 x 200> 
O Custo m Size 
Wid^h: FiHSjJ Height: HZOO | 



Figure 4,2. Set Page Size Dialog Box 

Screen Size gives you a painting that is the size of your IlGS scrBcn. 
Cuslom Size lets you specify your own page width and height. The 
maximum page size is twice the area of the screen. Examples of 
maximum page ^ize in Medium Resolution arc 320 x iGO aixi 640 \ 200. 

Chck one of tine two radio buttons — Screen Si;;e or Custom Size, [f you 
select Custom Size, also type the desired width and height (in pixels) 
in the appropriate boxes. Click OK when the Page Si^e is set as you 
want 
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If your page size is larger than screen size, use the fouf Arrow keys to 
scroll to off-3crGGn portions of the page. Or select Show Page (below) 
to see your entire painting on the screen in rcduded form. 

SCREEN FORMAT^. 

This brings up \he Choose Screen Format Dialog Box (refer to Figure 
2.3). This dialog box gives you thelollnwingoptions: 

320 X 200, 16 colors: This is the default setting (called McdiuTn 
Resolution). It gives you a pixel array of 320 x 200 and lets you have 
up bo 16 colors on the screen. 

640 X 200, 4 colors- This is the High Resolution setting. !t uses a 
pixel array of 640 x 2C0 and allows 4 colors . 

In general, you should decide on a screen format for your painting and 
continue with that format. Vou cannot change screen formats while 
your painting is on the screen, and you can only reload a picture in the 
format in which it was saved. 

See the Reference Card for a discussion of memory requirements. 
SHOW PAGE (Keyboard Equivalent: Shifi-S) 

Displays your current painting in its entirely in a reduced format — for 
example, with a 640 x 400 pa^e size in Medium Resolution, it shows 
only every other pixel Pressing any key or the mouse button returns 
you to your current painting in full size. 

MAKE STENCIL.,. 

Lets you create a stencil of an image by "locking" the colors that 
comprisp that ima^e. Then you can paint around the image without 
pain ting on it, as though it were protected by a stencil. 

Selecting Make Stencil brings up the Make Stencil Dialog Bax^ (see 
Figure 3.2). Click the colors to use in creating the stencil. A black 
vertical bar appears to the right of "locked" colors. These colors will 
define a mask that protects an area from being painted. You can select 
colors by clickingin thedialogbox palette. 
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Clear ftie current color selections by dkkirig Clear. Reverse the colors 
in the dialog box that are lockGd by clicking Invert. When vertical 
bars appear lo the right of all the colors you wish lo protect, click 
Make. The letter S appears in the Info Bar when you have a stencil 
active. Note that the shape of the slencil (Ihe mask) is what is 
created and stored In memory, not the color information, which meanE 
you can change the colors in the unmasked area, and still retain the 
stencil. 

When you have a stencil active and you apply colors onto your picture, 
the colors you apply are not protected, even though they may be 
locked in the Make Stencil Dialog Box, You can lock newly-applied 
colors by bringing up the Make Slencil Dialog Box ag^in ajid clicking 
Make. 

REVERSE STENCIL 

Reverses the areas on your scresn that are locked. Docs not depend on 
the color infonriation in the Make Stencil Dialog Box. Suppose you 
lock the color blue in the Make Stencil Dialog Box and make a stencil. 
Later you toggle the stencil off and paint with blue on the part of your 
painting that is masked in your stencil. If you toggle the stencil on 
again and select Reverse Stencil, you reverse the masked and 
unmasked areas of your stencil and you can paint anywhere on the 
newly unmasked area (even in the blue areas). DeloxePaint "forgets" 
that you previously locked this color in the Make Stencil Dialog Box. 

LOCK FOREGROUND 

The Make Stencil Dialog Box lote you create stencils based on colors in 
the palette. By locking A color, you are making it impossible to paint 
on, wherever it vtatf be en tks page. By using a combination of Fix 
Background (see bclow) and Lock Foreground, however, you can define 
a stenci) by area rather than color. (You don't need lo use the Make 
Stencil Dialog Box.) When you select Lock Foreground^ you lock those 
areas on the page that you have painted since fixing the background, 
regardless of the color of those areas, (In other words, those areas 
form the masked part of your new stencil.) When you lock a 
foreground, your subsequent painting is added behind the foreground 
and in front of your fixed l»ckground. 



TOGGLE STENCIL 
Spacebar) 



(Keyboard Etjuivalent ^ to the left of the 



Toggles the current stencil on and off. This lets you maintain the 
slencil in memory but turns it off temporarily so you can paint on the 
locked colors. 
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FREE STENCIL 

A stencil uses memory even though the stencil is turned off (see Toggle 
SteiKil, above). FreeSlencil removes the stencil froin memory. 

FIX BACKGROUND 

Fixes the background by "locking" the curfent pichire, while allowing 
you to draw on top of it. You can cjrass any work you have done since 
fixing the background by clicking CLR or by painting while holding 
down the Command key and the mouse button. Fixing the background 
uses additional memory. Note that when the background is fixed, you 
cannot pick up any imago painted before ygu fixed the background. 

FREE BACKGROUND 

This "unlocks" the background, so that clicking CLR will clear the 
entire pichjre. It also frees up the memory that was allocated to 
saving the background. 

SPARE PACE (Keyboard Equivalent j) 

Displays the spare page. (By definiHon^ the spare p*igc is always 
"the other page/' the one that is not currently displayed.) Because 
you have two pages to work wilh^. you can create brushes in one and 
import them to the other for final placement against a background. 
When you first call it up, the §pare page is the standard screen size. 1/ 
you wish to use a larger page size on the spare page, you will need to 
make the appropriate selection from the Page Size option (see above). 
Note, however, that you can increase the size of a page only if you 
have sufficient memory available. Note also that a spare page uses 
up memory^ even if there is nothing on it 

COPY TO SPARE 

Copies the picture on the current page lo the spare page. This lets you 
experiment with your picture on the spare page without fear of losing 
anything. If you do not have sufficient memory for a spare page^ save 
the image lo disk if you wish to experiment with it. 
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DELETE THIS PAGE 



If you DO longer wish to have memory allocated for a second page, use 
Delete this Page to delete the curront page (the one currently showing 
on the screen) and to deallocate the memory set aside for it. Be sure 
you have saved a copy of the picture you are deleting if you think you 
may need it later. When you select Delete this Page, DeliuePoInt 
asks you to confirm the deletioa and then switches you to the other 
page. 



MODE MENU 



Lets you modify ihc way your brush lays down paint and lets you make 
subtle changes to paint that has already been bid down. 



MATTE (Keyboard Equivalen t; I) 

Uses a custom brush in its multicolor form. Those areas of the brush 
matching the current background color are transparent. This is the 
default mode when you create 9 custom brush using the Brush Selector. 
After you have used your brush with Color or Cycle, selecting Matte 
restores your custom brush In its previous multicolor form Cass umlng you 
haven't changed background colors). 

COLOR (Keyboard Equivalent: 2) 

Uses the shape of the custom brush and fills it with the current 
foreground color. Those areas of the brush matching the current 
background color are transparent. 

REPLACE (Keyboard EquivalDnt; 3) 

Uses the custom brush in its original multicolor form (i.e.,. Matte, see 
above), except that no colors are transparent. 

SMEAR (Keyboard Equivalent: 4) 

With Smear selected^ you can smear any colors on the page by dragging 
a brush over them. This is like smearing a wet oil painting with your 
flngerSy so the bigger the brushy the more pronounced the effect. Smear 
uses only the colors under the brush, does not add any new colors, and 
does not depend on color ranges. 5mear ignores the current brush color 
but us^ its shape. 
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SHADE (Keyboard Equivalent: 5> 

With Shade selected, you can create subtle shading effects on those 
colors in your picture that are ita a cyde range. You select the range you 
want to work with by selecting a foreground color in lhat range. Then, 
if the color under your brush is in that range. Shade paints over the 
color under your brush with the next color in that range. (For example, 
if one of your ranges consists of while, pink, and red and you have 
selected a current foreground color in that range, you can paint over 
white with pink, and you caa paint overpink with red, and soon.) 

You can paint with the nexl-tiighcr color in the range by pressing the 
mouse button, and the next-lower color by holding down the Command 
key and the mouse button, "Higher" and "lower" are relative to the 
color under the brush at the time. If the current foreground color is in a 
cycle range. Shade has no effort on colors outside that range. If the 
current foreground color is not in a cycle range^ Shade paints over all 
colors under the brush, treating the entire palette as a cycle range. If 
the current foreground color is a member of more than one range,. 
DeluxePaint selects the lowest numbcrEd range. 

BLEND (Keyboard Equivalent: 6) 

Like Smear, above. Blend dragi the colors under the brush and runs 
them together. Unlike Smear, however, Blend looks at the current 
foreground color and cycle ranges (as well as the colors under the 
brush). And instead of laying down only the colors under the brush 
(like Smear), Blend 'averages" the colors under the brush and lays 
down these colors. Blend averages colors numerically depending on 
their order in the palette. For example, the 'average ' of Colors 7 and 
9 is Color 8, regardless of whether Color 8 is rod, black, or some other 
color. 

You select the range you want to work with by selecting a current 
foreground color in that range, if the current foreground color is in the 
same range as the colors under the brush. Blend adds blending colors 
within that range. If the current foreground color is in a different 
range from the colors under ihe brush. Blend will have no effect on the 
page. If the current fore-ground color docs not fall Within any color 
range. Blend uses blending colors throughout the entire palette. 
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CYCLE (KcyboaKi Equivalent: 7) 

Uses the current brush shape and cycles through all the culors in the 
currently selected range as you drsw. A range is scloctod if one of its 
members is selected. If a color is a member of more than one range, 
selecting it sclcf ts the lowest-numbered range, [f your current brush 
color is not within a cycle range, DeEutfePaint paints with that color 
only. Using Cycle with a multicolored brush treats the brush as if it 
were a single color (the current foreground color) and then cycles 
through that range. 

Using Cycle and Multi-Cycle {below) with a multicolored brush 
causes each calor in the brush to cycle through its range independently 
of the others, as you draw^ 

Note: The Cycle option in the Color menu has a different function: It 
turns on a Flashing animation effect in the painting that is already on 
the screen. 



SMOOTH (Keyboard EquivaleniiB) 

Reduces the contrast between two adjoining areas (without depending 
on the current forGground color or cycle ranges). Smooth looks at the 
colors under the brush, finds one or more colore anywhere in the palette 
that fall on the color spectrum between the colors under the brush, and 
paints the boundary in these colors. Smooth doesnt average colors 
numerically like Blend, but averages colors based on their RGB/HSV 
settings. For instance, if averaging light and dark blue. Smooth will 
look on the palette for the color closest to a medium blue. If the 
palette contains a wide selection of colors dose to the ones under the 
brush (e.g., the selection of blues), Smooth will haivc more colors to 
draw from to create its weighted averages. Useful for creating 
airbrush effects by smoothing out contrasting boundaries^ or for 
eliminating jaggied edges. 

MUtTI*CYCLE 

Use this in conjunction with Cycle (see above). When Multi-Cycle is 
turned off (the default state), using the Cycle pamt mode with a 
multicolored brush treats the brush as though it were a single color 
(the current foreground color). With Multi-Cycle turned on, painting 
with a multicolored brush in Cycle mode cycles every color in the 
brush, provided the brush color is in a cycle range. Note that Multi- 
Cycle actually alters the colors in a brush, so be careful! After you 
select Multi-Cycle, you cannot restore the previous version of your 
brush 
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The Brush menu lets you modify custom "brushes (i.e. resize, flip, 
rotate, and bend) and create three-dimensional paintings (using the 
Perspecti ve option)* 

FLIT HORIZONTAL (Keyboard Equivalent; x) 
Flips the current brush along the horizontal or x-axi^. 
FLIP VERTICAL (Keyboard Equivalent: y) 
Hips the cu rrent brush a long the vertical or y-axis. 
KOTATE 

Lets you rotate your current brush any number of degrees. Hold down 
the mouse button and drag the rectangular outline to rotate it about its 
bottom left comer; release the button at the desired orientation. If you 
select this option more than once, your brush will revert to its original 
orientation before you rotate it again. 

S mtiTCH (Keyboard Equivalent: Shift-Z) 

Lets you stretch your brush in any direction to any size, larger or 
smaller than the original. Hold down the mouse button and drag in 
any direction to stretch the brush. Release the button when the brush 
is the desired size. You can constrain the stretching so that the ratio 
of height to width remains the same by holding down the Shift key as 
you stretch. Stretching a brush uses up memory; if you try to stretch a 
brush to a size bigger than the available memory can accommodate, 
the brush will snap back to its original size, 

HALVE (Keyboard Equivaletit: h) 

Reduces the size of your brush by 50% in both di mensions, 

DOUBLE (Keyboatx^ Equivalent: Shi(l^H) 

Doubles the size of your brush in both dimensions^ for a quadrupling of 
the total area. 

BEND HORIZONTAL 

Lets you bend the current brush in a horizontal direction. With the 
mouse bullon held down, drag the brush oulline left or right until it 
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the desired shape and release the button. Dragging the cursor up or 
downdeterminffi where the bending occurs. 

BEND VERTTCAL 

Lets you bond the current brush in a vertical direction. With the mouse 
button held down, drag the brush outline up or down until it is the 
desired shape and release the button, EJragging the cursor left or right 
determines where the bending occurs, 

SHEAR 

For controlled distortion of the current brush. The top part of the brush 
is anchored, and you can drag the bottom of the brush in either 
direction. 

OTHER BRUSH FUNCTTONS: 

You can select the following two brush sizing functEons only through 
the keyboard: 

DOUBLE HORIZONTAL (SHIFI-X) 

Ctoublcs the size of your brush in the horizontal dimension. 

DOUBLE VERTICAL fSHIFT-Y) 

Doubles the sj/e of your brush in the vertical dimension, 

Note: When you modify a brush [e,g. Halve it) and then want to 
restore your previous brush, Command<lick the Brush Selector, or 
press Shift-B. 

PERSPECTTVE 

This operates only when you have a custom brush currently active. 
When you select Perspective on the Brush menu (or press Enter on the 
keypad), a perspective center is shown and your brush temporarily 
changes into a four cell matrix (the Perspective Brush outhne). You 
can then rotate this brush outline about any or all of its three axes x, y, 
and z (see Figures 3.3 and 3,4). The amount of rotation fdr each of the 
three axes is given in degrees at the right-hand side of the Info Bar. 
<To di splay this, you must ha ve the 1 n fo Bar displa ycd and 
Coordinates turned off.) You can paint an image of the rotated brush 
at any time by clicking the mouse buttoa 

ISTote: Many perspective functions are performed with keys on your 
keypad. If you don I have a keypad, see your Reference Card. 
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SETTING THE CENTER: To set the perspective center (which 
corresponds to the viewer's eye level), press the Docimal Point key on 
the keypad, Your cursor changes into a large crosshair. The smaller 
stationary crosshair on the screen denotes the existing center. Move 
the center of the large crosshair to the desired perspective center and 
press the mouse button. 

Once you have set the perspective center, the position of the UEirotated 
brush relative to that center determines the brush's position on the 
fixed axis (see below) upon rotation. For example, with the K-axis 
fixed (the default), the position of the brush outline relative to the 
perspective center when the brush is rotated determines the rotated 
brush's position on its z-axis. The greater the distance above or below 
eye I e vel on the z-a xis, the more pronounced the perepecti ve effect. 

AXIS ROTATION: All x-axis majiipulations arc controlled through 
the top row of the kejrpad. To rotate the brush about i ts X-axis so that 
the top of the brush movts away from you, press Keypad 8 for each 
degree of rotation. To rotate the brush about the x-axis in the opposite 
direction (so that the top of the brush moves towards you), press 
Keypad 7. To return to zero rotation for thai axis, press Keypad 9. 

All y-axis manipulations are controlled by the middle row of the 
keypad. To rotate the brush about the y-axis so that the right side of 
the brush moves away from you, press Keypad 5. Press Keypad 4 to 
rotate Ihe brush in the opposite direction, and pre^s KeyT^ad 6 to mturn 
to zero rotation for tha t axis . 

All z-axis manipulations are controlled by the bottom row of the 
i^ypad. To rotate a brush clockwise about the z-axis, press Keypad 1. 
Press K^^ad 2 to rotate the brush counterclockwise about the z-axis, 
and press Keypad 3 to return to zero rotation. 

To rotate about an axis through a larger increment, hold down the 
Shift key as you press the appropriate number. This increment 
defaults to 90 degrees, but you can set it to any other angle by calling 
up the Grid Dialog Box when in perspective mode. To do this^ 
Command<lick the Grid icon. Sec discussion below under The Toolbox. 
Pressing Keypad re,t;ets all three axes to ?.ero and fixes the z-axis (see 
below)^ but retains the apparent distance setting. Pressing Keypad 
in conjunction with the Shift key resets all perspective values to the 
default (boot-up) state, including resetting the perspechvc center. 

The ; and ' keys move the brush plane forward or back along its fixed 
axis (see below) without changing its orientation^ moving it in a 
direction perpendicular to the brush plane. This has the same effect 
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described in the above discussion on brush position prior to rofetion. 
Thus, with the z-axis fixed, brush position relative to the perspective 
center at the momGnl of rotation determines the brush's distance above 
or below eye level. You can achieve the same effect after the brush is 
rotated by using the ; and ' keys to move it forward or back alon^ its z- 
axis. Pressing these keys \finih ihe Shift key held down results in 
larger increments of movement. In addition^ you can modify the 
apparent distance from the observer by pressing the < and > keys {i.e.^ 
the Shifted "/ and keys). Thus, when the apparent distance is 
great, the perspective foreshortening h at a minimum, becoming 
greater as apparen t d Lsla nee decreases. 

FIXIKG AXES: Whenever you start in perspective mode, the z-axis 
(the one perpendicular la the screen) is "fixed/' that is^, the mouse does 
not move the brush along that axis. You can selectively fis; any axis, 
as follows: 

To fix the x-axi s, press Sh i f t-Keypa d 9 
To fix the y-axis, press Shifl-Kcypad fi 
To fix the z-axis, press Shift-Keypad 3 

As noted above, you can move along the axis that is currently fixed by 
using the Shifted or un-Shlfted ; and ' keys (use the Shifted keys for 
Larger increments). 

The position of the brush outline at Ibe moment you fix an axis is also 
importanl. For example^ if the center of the brush outline corresponds 
exactly to the perspective center at the moment you fix the y-axis 
(which causes back-and-forth — toward you and away from you — 
mouse movement to translate into movement along the screen's z-axis), 
then movement along the z-axis will be at eye level, so the brush 
outline will simply become bigger or smaller as you move the mouse 
hack and forth. On the other hand, if the top of the brush outline is 
below eye level at the moment you fix the y-axis, then movement 
along Ihc z-axis will be on a plane below eye level. 

Once you have rotated the outline to the desired orientation, you can 
place a copy of the modified brush on the page by clicking the mouse 
button. The other brush options work in Perspective mode as well, 
including the options available through the Brush menu (see above). 
For example, if you want to hold your brush outline by the corner 
rather than the center, you can select Brush Handle from the Edit 
menu. This moves the arrow cursor to the lower right corner of the 
brush. When you rotate a brush about an a?<is, it is rotated about the 
arrow cursor, so its location is important when you are in Perspective 
mode. 
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You car. also fill any enclosed space with perspective fill. In 
Perspective mode, rotate your brush as desired. Then CommandHcllck 
the Fill tool to bring up the Fill Type Dialog Box (refer to Figure 2.6, 
above) and click on Perspective. From that point on (until you turn it 
off by clicking another Fill type), any fill operation (using either the 
RD tool or the Filled Shape tools) will use perspective fill. 

EXITING PERSPECTIVE MODE: To exit Perspective mode, click one 
of thedrawing tools. 

KEYBOARD COMMANDS: For a list of the keyboard commands 
available in Perspective mode, see Keyboard Commands and Cursors, 
below. 

OPTIONS-. 

Displays the Pcrspfrtivc Options Dialog Box^ which lets you chan^ 
rotation modes and toggle anti-aliasing on and off (see Figure 4.3). 



Perspect,ive Options 

Rotation: 
<S> Absolute 
O Re 1 citive 

Rn^i-Aliafiins: 
<S> Hone 
O Low 
O High 

f P lace Center^ 



OK CConcel 1 



Figure 4A PerspedlveOpllons Dialog Box 
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The Perspective Options Dialog Box provides the following options; 
ROTATION 

Absolule: Default; uses x, y, z EuIpt methcxi, measures all three 
angles of rotation from absolute zero. Angles of rotation are 
displayed on the Info Bar. 

Relative: Rotatei angles relative to the current brush rotahon. 
Angles of rotation arc not displayed on the In/o Bar, 
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ANTI-ALlAStNG 
None: Default; anti-aliasing is dH. 

Low; Lets you dimmate some of the jagged outline on your 
perspective brush, jagged lines are most noticeable when an image 
has been rotated and/or shrunk. The brush will be painted more 
slowly than with anti-aliasing oii. To use anti-aliasing, select 
either Low or High (see below) before you lay down the brush 
image. Anti-aliasing is most effective when you ha%'c reduced the 
size of your original brush (for example, by moving it back along (he 
z-a>ds). 

High: This is similar to Low (see abave) but with a much inore 
pronounced effect The brush will be painted much more slowly 
than with anti-aliasing otL 



COLOR MENU 

The Color menu lets you modify your current pakltc and load various 
other palettes. 

PALETTE... (Keyboard Equivalent: p) 

Brings up the Palette Window (refer to Figure 2.4), You can also bring 
up the Palette Window by Command-clicking the Color Indicator 
(between the Main Palette and the Toolbox), This window lets you 
modify your palette and set color ranges. To start working with a 
color, click the color in the mixing patette. The black rectangle (called 
the Color Selector) will move to the color you select. Move the scroll 
boxes in the RGB (for Red, Green, and Blue) or HSV (for Hue, 
Sahiration, and Value) scroH bare to change the color. 

To get numerical R, C, B, H, and V settings, press the n key when the 
Palette Window is displayed. This brings up the Color Settings 
Dialog Box (Figure 4.4). Here, the scroll box positions on the G, B, 
H, and V scroll bars are converted to numbers. The numbers range 
from to IS for R, G, and B and from to 255 for H, S, and V. The 
numerical settings for a pure red arc shown below. To duplicate a color 
on a later palette or on 3 different computer, display this dialog box 
and write down the numerical settings for that color. 
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Colar Settlings 

Red: 15 
Green: £V 
Blug: g 

Hue: a 
Saturation: 255 
Value: 255 



Figure Color SeUings DUlogBox 



DeliccePatnt uses Colors 1 and 16 to draw dialog boxes and the Toolbox. 
Tlicrcfora it does no! allow you to select similar colors for Colors 1 and 
16 (such a& black and dark blue) or you wouldn't be able to read the 
dialog boxes, etc. 

To copy a color from one position to another, click the first color, cHck 
Copy, then click the position you want to copy it to. To swap the 
position of two colors, click the first color, click Swap, and then click 
the second color. If you use this to rearrange colors in your Palette and 
find that the colors in your painting are scrambled, use the Remap Pict 
option to return the picture to its original appearance (see Remap Pict 
below). To create a spread of shades between two colors, click the first 
color, dick Spread, and then click the second color. Deluxeraijit 
creates a uniform spread of colors, taking into account the beginning 
and ending shades and the number of colors Ln between. 

The Range feature controls color cycling, gradient fill and Shade and 
Blend. You can create four color ranges using the Range command. 
Click one of the four radio buttons after Range (1, 2, 3, or 4), then move 
the ends of the bracket that is at the right of the mixing palette. To 
chiingc a range^ simply repeat the process. To cancel a range, create a 
range of one color: that is, move the ends of the bracket until they 
both point to only one color. Once you have defined a range of colors, 
sclocting any of the colors in the range selects the entire range. 

You can control the speed of the color cycling for each range by 
dragging the Speed scroll box to the left (slower) or to the right 
(faster). By holding the mouse button down on the scroll box, you can 
monitor the color cycling speed on the page, even if Color Cycling is 
turned off. You can control the cycle direction for each range by 
clicking on one of the two cycle direction arrows to the right of the 
Speed scroll box while that range is selected* 
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You can reverse the last change you made in the Palette Window by 
pressing u on the keyboard. To accept your changes and return to your 
painting, click OK. (Qicking outside the Palette Window has the 
same effect a& clicking OK,) If you don't wish to u&c any of the changes 
you've made, click Cancel to rehim to the page 35 you left it If you 
accept your changes and then decide to return to the previous palelle, 
selec t Restore Palette from the Color menu (see below) . 

RESTORE PALETTE 

This returns you to the palette you were using before the current 
palette. Thus, if you load a picture with a different palette. Restore 
Palctie reverts to the palette in effect t>efore the load. See Use Brush 
Palette and EJefault Palette below, 

DEFAULT PALETTE 

The default palette is the one OeEuircFaint always uses when you first 
start the program. The Default Palette command replaces the current 
palette with the default palette. 

CYCLE (Keyboard Equivalent: Tab) 

Toggles color cycling on/off in your painting (.sec Palette, above). 
Here, the colors already on the screen cycle through their respective 
ranges, and a flashing animation effect is created. If a color is not 
included in any range, it docs not cycle. See Animation with Color 
CyclingattheendofTutorial 1 inChapterJ. 

To cycle through colors while dramng uHth a custom brush, use Cycle 
and Multi -Cycle i n the Mode menu. 

BACK->FOREPICT 

Changes the color currently designated as the background color to that 
currently designated as the foreground color. This providc?s an easy 
method of changing colors throughout the page — that is, all pixels in 
the current background color in the picture are changed to the current 
foreground color. Use this option, for example, if you simply want to 
change all occurrences of light blue in your painting to a darker shade 
of blue from your palette. The change occurs onscreen only and does not 
affect the order of colors in the Palette. Undo does not reverse this 
change, 

BACK<->FORE FICT 

Swaps all pixels in the current background color with the current 
foreground color. This is similar to the Back'>Fore Pict option above. 
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except that the change occurs in both directions. Thi& option changes 
the colors in your painting only and does not change the order of colors 
in the Palette. Like Back-^Fore pjct, above* Undo does not reverse 
this change. 

REMAP PICT 

When you create a picture, DeloxePaint "remembers" each color on the 
scro«n by remembering its location in the palette. If a picture on the 
screen was created with a palette other than the current palette (for 
example, if you modified the palette since loading the picture). 
Remap finds the locations in the current palette of the colors it used in 
the original palette and "tells" the picture to look there for its colors. 
Back->Fore Pict and Back'>Fore Pict, above, are special cases of 
Remap. See also Remap Brush, below. Undo does not reverse this 
change. 

USE BRUSH PALETTE 

When you load a brush, DeiuxePaint continues to use the current 
picture palette, even though it may be different from the one the l?rush 
was created with. Use Brush Palette switches to the brush palette, 
and includes any information about color cycling that was saved with 
the brush. Remap Brush, below, lets you keep the current picture 
palette, but maps the brush to the picture palette for a best fit. 

BACK->FORE BRUSH 

Changes all pixels in the brush of the color currently designated as the 
background color into that currently designated as the foreground 
color. This provides an easy method of making a global color change 
— all instances of the background color in the brush are changed to the 
current foreground color. Vou can select any color in the brush as either 
the foreground or the background color at any time, thereby letting you 
make intricate color changes easily. The change affects the brush 
colors only and does not affect the picture or the order of colors in the 
Palette. 

BACK<'>FORE BRUSH * 

Swaps the current background color in the brush with the current 
foreground color. This is similar to the Back->Fore Brush option 
above^ except that the change occurs in l^oth directions. The change 
affects the brush colors only and does not affect the picture or the order 
of colors in the Palette. 
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REMAP BRUSH 

Use Rcmsp when you load a brush that uses a palette different from 
the current palette. Remap looks at the colors used in the brush and 
tries to find the closest fit within the current palette. Different from 
Use Brush Palette, because it does not change the palette, bul only the 
palettG locations the brush looksin for its colors. 



FONT MENU 

Lets you select fonts and styles {eg., plain, bold, or underlined) for 
text To enler lc5tt, press t from the keyboard or dick the Text Icon on 
the Toolbox. See discussion on the Toalbo:t below for more information, 

PLAIN 

Returns to the regular (plain) style from bold, outline, and/or 
underline. This is the default style. 

BOLD 

Toggles boldfacing on/off. When on, DeluxePaiint painte the current 
font In boldface. Selecting Bold a second time tumsitoff. 

UNDERUNE 

Toggles underlining on/off. When on^ DeluxePaint paints the current 
font underlined. Selecting Underline a second time turns it off. 

OUTLINE 

Toggles outline text on/off. When on, DeluxePaint paints the current 
font outlined. Selecting OuCtinc a second time turns it off. 

8 POINT, lOPOINT „. 16 P OINT 

Selects font size. 

FONTS 

Lets you choose from the available fonts. Select a font by 
highlighting it and releasing the mouse button. 
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B TOOLBOX (refer to Figure 12} 



Like some of the menu ilems above^ most of the tools in the Toolbojt are 
available through keyboard equivalents. As you become proficient 
with DeluxeFaint you will find it more efficient to use these 
equivalents, using one hand for the mouse and the other hand for the 
keyboard. Where appropriate, the fpllowing descriptions of the tools 
include the keyboard equivalents. And to help you learn the&e, we 
have suggested a mnctnonk for each one. 

BUILT-IN BRUSHES 

The Toolbox contains ten built-in brushes at the top. Click a brush to 
select jtn Command-click to invoke the size option. To increase the 
si^e of Ihe selected brush, drag the mouse while holding down the 
mouse button; to decrease the brush si/e, drag the mouse while holding 
down the Command key and the mouse button. 

DOTTED FREEHAND TOOL 
(Keyboard Equivalent: a; Mnemonic: sketch) 

Draws a series of "splats" of the current brush shape. Spacing between 
splats is a function of the speed with which you move the mouse, 

CONTINOUS FREEHAND TOOL 
V — ^ {Keyboard Equivalent d; Mnemonic: draw) 

[ Draws a continuous freehand linei 

I ^ STRAIGHT UNE TOOL 

E .m (Keyfaoand Equivalent v; Mnemonic: vector) 

Draws a straight line using either the current foreground color (if 

Lyou't'^ holding down the mouse button) or the current background color 
^ (if you're holding down the Command key and the mouse button). 

■ Press and hold the button while you drag the mouse ta the line's end 

B position and then release the button. 

I Holding down the Shift key while drawing with this tool constrains 

^ to horizontal and vertical lines only. Holding down the CTRL 

Lkey while using this tool causes DeluxePaint to paint traces as you 
_ draw. This means that DeluxePainl not only draws your final line but 

also puts down in your painting all the intermediate lines that 
_^ appeared on the screen as you were dragging the mouse. 

* "i 

J Command-clicking the icon brings up the Spacing Dialog Box {refer to 

Hgure 2.5)> The Spacing Dialog Box lets you specify the s pace 
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between the paint "splats" deposited by the brush to produce a dotted 
line. Absolute spacmg sets the number of pixels between each splat of 
the brush. Relative spacing defines the total number of splats that 
will occur along the line. You c&n define the number of splats by 
clicking the Number box, deleting the exl&ting value, and typing ihe 
new value. Qick On if you wish to have spacing on (an X appears in 
the box). Click the On box again to turn spacing off. When Spacing is 
ori, it is also in effect for the Curve tool and tbe Unfilkxi Shape tools. 

CURVE TOOL 

(Keyboard Equivalent: q; Mnemonic: qurve) 

Draws an arc. Draw a line between the beginning and ending pointe of 
the arc 9s though you were using the Straight Line tool (see above) 
and release the mouse button. Then drag the line until the arc is the 
right shape, and dick the button. Holding down the CTRL key while 
using this tool causes DeluxePaint to paint traces as you draw* 
CommandHzlLcking the icon brings up the Spiscing Dialog Box (see 
above). 



FILL TOOL 

{Keyboard Equivalent f; Shift F: RU Type Dialog Box; Mnemanic: 
fill) 

Select the Fill tool by clicking the icon^ The spout of the Fill tool is 
the bottom of the dripping paint. The Fill tool fills an enclosed area 
of any color with the current color or pattern. Command-clicking the 
icon brings up the Fill Type Dialog Box (refer to Figure 3.1). You can 
fill enclosed objects with the following: Solid, Perpectlve, Pattern, or 
one of three types of Gradient fill 1) Solid fills with the current coIot; 
2) Perspective fills with the pattern made from your brush in the 
Perspective mode (sec Perspective under the Brush menu, above); 3) 
Paltem fills with the pattern made from the currGnl brush in standard 
mode. (To create a pattern to use for Pattern fill^ first select Get Brush. 
This creates a pattern from your current brush and displays it to the 
right of the Get Brush button.) 

4) Gradient fills with a spread of colors from the cycle range of the 
current foreground color. Click one of the three Gradient options with 
the mouse button: Horizontal Fill (the lop Gradient button) lays the 
gradient horizontally from top to bottom. Vertical Fill £the middle 
Gradient button) lays the gradient vertically from left to right with 
an even distribution. Horizontal Line Fill (the bottom Gradient 
button) lays the gradient left to right one line at a time, adjusting the 
gradient on each line so that it follows the contours of the shape being 
filled. You can specify the direction of the gradient fill (that is, the 
colors in the cycle range DeluxePaint begins filling with) by clicking 
the appnapriale Cycle Direction Arrowin the Palette Window. 



.26 



i; 

r: 



CHAPTER FOUR: REFERENCE 



I 

■ 

1 

m 

1 



I - 

■ m 

I 



I 

m « 

1 



Dilher controls the degree of mixing of colors in the gradient fill 
Move the Dither scroll box by sliding it left or right with the mouse 
button. Setting Dither a\] the way to the left givQs you no overlap 
between each shade. Moving the Dilher scroll box to the right 
increases the amount of "noise" between the color boundaries. When 
you return to the painting screen, the current gradient (or pattern, if 
Pattern or Perspective is selected) and its orientation are shown in the 
Color Fill box (see Info Bar in the Edit menu, above). 



AIRBRUSH TOOI 

Sprays with the current brush. Command-clicking the icon brings up 
■ the Size cursor (a box with a smaller box insidej, which allows you to 

5 ^ define the nozzle &i^e and hence the spray area. To resize the brush, 

^ press the mouse button, drag, and release. 

J ^ JVote' T^xe following Filled Shape tools all fill in accordance with 

the current settings in the Fill Type Dialog Box. See discussion under 
the Fill tool above. 



UNFILLED/HLLED RECTANGLETOOL 

(Keyboard Equivalent; r — Unfilled; R — Filled; Mnemonic 
rectangle) 



I , Click the upper left part of Ihe icon to select Unfilled Rectangle and 

J ? the lower right to select Filled Rectangle. Draw a rectangle by 

I ^Jragging diagonally on the page. The Unfilled Rectangle paints with 

m ^ current brush (whether it is a built-in or custom brush). Holding 

■ down the Shift key while drawing wilh this tool constrains rectangles 

5:_^ *o squares. Holding down the CTRL key while using the Unfilled 

Rectangle causes DeluxePamt to paint traces as you draw. Command- 
clicking brings up the Fill Type Dialog Box (see above). 



UNFILLED/FILLED CIRCLE TOOL 

(Keyboard Equivalent: c — Unfilled; C — Filled; Mnemonic: circle) 

Click the upper left of the icon to select Unfilled Cirxrle and Ihe lower 
right to select Filled Circle, Draw a circle by dragging diagonally on 
the page. The Unfilled Circle paints with the current brush [whether 
it is a buLll-in or custom brush). Holding down the CTRL key while 
using the Unfilled Circle causes DeluxePainl to paint traces as you 
draw. Commaiid-clicking brings up the FiU Type Dialog Box (see 
above). 

UNFILLED/HLLED ELLIPSE TOOL 

(Keyboard Equivalent: e— Unfilled; E — Filled; Mnemonic: ellipse) 
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Click the upper left of the icon to select Unfilled Ellipse and the 
lower right to select Filled Ellipse. Press and drag to draw the 
ellipse; release. After you release^ you can move the mouse to further 
define the siz£ and ^hape of the ^lipse. Then press and drag again to 
define the rotatiim of the ellipse. Release to draw the ellipse. 
Holding down the CTRL key while using the Unfilled Ellipse caus^ 
DeluxePaint to paint traces as you draw. Command-clicking the icon 
brings up the Fdl Type Dia log Box (see above) . 

UNFILLED/FILLED POLYGON TOOL 

Click the upper left of the icon to select Unfilled Polygon and the 
lower right to select Filled Polygon. CUck and drag to "tack" each 
point of the polygon down. Clicking your polygon's point of origin 
completes it. Or you can completE the polygon without having to 
search for the point of origin by pressing the Spacebar. Holding down 
the Shift key while drawing a side of the polygon constrains that side 
to a horizontal or vertical line. Holding down the CTRL key while 
using the Unfilled Polygon causes DeluxeFamt to paint traces as you 
draw. Command-clicking the Polygon tool brings up the Fill Type 
Dialog Box (see above). 

BRUSH SELECTOR 

(Keyboard Equivalent b for new brush, B for previous brush; 
Mnanonic: bmsh) 

Allows you to 1) create a custom brush from any image (picture or text) 
on the pagi? and 2) recall your most recent custom brush, 

1) To create a new brush, click the Brush Selector tool once. Then^ 
press the mouse button and drag diagonally on the page until the 
image is surrounded by a selection box. When you release the button, 
the image remains where it is and becomes your current brush. Any 
colors in the brush that match the current background color will be 
transparent. To lift an ima<ge off the background onto your brush, press 
the Command key and the mouse button, drag until your section is 
surrounded, and release the mouse button. When you lift an image, the 
space left behind will fill with the current background color. To pick 
up an image from a crowded area, click the Brush Selector twice (the 
Brush Selector icon becomes a diamond). Then, by dragging and 
clicking, draw a "corral" around your object, as if you were using the 
PoSygon tool fsee above). You can also use the Command key with the 
Corral feature. 

2) To recall your most recent brushy Command-dick the Brush Selector 
or press Shtft-B. 
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TEXT 

(Keyboard Equividmt: I; Mnemonic; tort) 

To create text, click the text icon C"A") in the Toolbox or type t, the 
keyboard cquivaicnt. Chanige the current foreground color to the color 
you want for your text. From the Font Menu, select the desired font 
(such as Chicago 12 point) and style (Plain, Bold, or Underline). Click 
the mouse button where you want the text to begin. 

Type your text froTn the keyboard. The text will automatically wrap 
around the right edge of the page and restart at the left margin, in 
alignment with the initial cursor position. Pressing Return starts a 
new line^ in alignment with the original cursor position. Use the 
Etelete key to erase an the currenl line, [f your page size is larger than 
the screen, the page scrolls as you type off the edge of the screen. 
Notc^ however, that you cannot delete typed characters (by using the 
Delete key) once the screen scrolls. In that case, you would neftd to 
delete the text as you would any other image, by painting over it with 
the background color. Press ESC or dick a drawing tool to exit Text 
mode. 

GRID 

(Keyboard EquivalenEsT g — grid on /off; Shift-G — grid on, aligned 
with brush location; Mnemonic; grid) 

Grid con&trams the action of the drawing tools. Commarid-clicking the 
Grid icon brings up the Grid Dialog Box (refer to Figufe 2.1). Use the 
Grid C>ialog Box to adjust the x and y Spacing of the grid. You can 
specify the grid values in pixels by deleting the existing values and 
typing in the new OT\e&. Or you can click From Brush to set your grid to 
the dimensions of your brush. Alternatively, you can click the Adjust 
box^ which lets you visually place and adjust the grid. Position the 
grid and then press the mouse button and drag to adjust the size. If you 
use Shift'C to turn the grid on while using a brush, the grid will use 
the current brush position as one of its points. 

If you bring up the Grid Dialog Box while you are in Perspective mode, 
you will be al?le to specify the Spacing on all three axes x, y and z, in 
the same manner. Alternatively, you can click From Brush to set the x 
and y spacing to the current brush dimensions. (Z defaults to the same 
value as y). Jn addition, you can change the increment of rotation 
caused by the Shift key by specifying the new angle (between 2 and 89 
degrees) in the Angle Step box. For example, if you set the Angle Step 
value to 45 (instead of the default 90)^ DeluxePaint rotates the brush 
45 dcgrera about the x-axis every time you press the Shift key and 
Keypad 8, Three-dimensional gridding and ir>cremental rotation 
make it easy to create solid iigures, such as cubes and other 
polyhedrons. See Tutorial 4, Cubism Revisited, for a simple exercise 
us ing griddi ng. 
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Perspective Grid 
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Fig:ure4.5. Perspective Ciid Dialog B ox 

SYMMETRY 
(Keyboard Equivalent: /) 

Symmetry works with all tools except Text and Brush Selector. 
Command-clicking brings up the SymiTiictry Dialog Box (refer to Figure 
IJI) where you can choose from two symmetry modes: Point and Tile, 
Point Symmetry works around a central symmetry point in cither 
Mirror (mirror linage duplication of each point) or Cyclic (duplication 
at each symnielry point)- Ir^ Point Symmetry^ you can select the 
number of symmetry points (up to 40) and the location of the symmetry 
center. Use Tile Symmetry to create 'tile' patterns. You can set the 
horizontal and vertical dimensions (in pixels) of the tile size. Tile is 
useful in creating fill patterns. Always start with a blank page when 
using Tile Symmetry. To cancel Symmetry, dick the Symmetry tool 
again. 

MAGNIFY 

(Keyboard Equivalent: m; Mnemonic: magnify) 

Click the icon to select the tool Position the Magnify box over the 
part of the image you want to enlarge and click with the mouse button. 
To change the magnification scale, click the Up or Down Arrow inside 
the Zoom icon {to the right of the Magnify Tool): Clicking the Up 
Arrow enlarges the image, clicking the Down Arrow shrinJcs it. In the 
magnified and unmagnified areas, you can scroll around using the 
arrow keys or the n key, which moves the area under the cursor to the 
center of the magnified area. All other tools work in Magnify mode. 
To turn off Magnify when the magnified area is displayed, click the 
Magnify icon again, or press m. 
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ZOOM 

{Keyboard Equivalent: > enlarge; <skrink) 

Changes the scale in Magnify mode (see Magnify tool, above). Qick 
the top left half of the Zoom icon (the Up Arrow) to enlarge the 
image, and dick the bottom right half of the icon (the Down Arrow) to 
shrink it. 

UNDO 

(Keyboapd Equivalent: ti; Mnemonic: undo) 

Reverses the last drawing action provided there has not been an 
intervening mouse click. For example, if you create a rectangle and 
immediately select Undo, DeluxePaint erases the rectangle from the 
screen, if you create the rectangle and then select another tool before 
you select Undo, DeluxePainl does not erase the rectangle. 

CLR 

CKeyboand Equivalent: Shift-K or the Clear key on the keypad; 
Mnemonics Klear) 

Qears the screen to the currently ^ected background color. 
COLOR INDICATOR 

Indicates the current foreground and background colors. Clicking the 
Color Indicator with the mouse button or pressing the comma from 
the keyboard changes your cursor into four crosses, the Select Color 
cursor. This lets you select a new foreground or background color by 
clicking a color onscreen. Clicking the onscreen color vrith the Select 
Color cursor selects a new foreground color, and Command-clicking 
selects a new backgrouiid color. 

Command^:licking the Color Indicator brings up the Palette Window 
(refer to Figure 2.4). 

PALETIT (also called Main Palette) 

Clicking a color in the Palette (below the Toolbox) selects a new 
foreground color. Command-clicking selects a new background color. 
The current foreground and background colors are displayed in the 
Color Indicator. 
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El KEYBOARD COMMANDS AND CURSORS 



BRUSH COMMANDS 



1 

2 
3 
4 
5 
6 
7 



Shift 



Shift = 

z 

h 
H 

X 

X 

y 

Y 



Matte mode 
Color mode 
Replace mode 
Smear mode 
Shade mode 
Blend mode 
Cycle mode 
Smooth mode 
Reduce brush size 

Reduce brush size twice as much as - 
Increase brush size 

Increase brush size twice as much as - 

Stretch 

Halve 

Etouble 

Flip horizontal 
Double horizontal 
Flip vertical 
Double vertical 
90 degree rotate 



(For 1^, use number keys on main part of keyboard, not keypad) 



PERSPECTIVE COMMANDS 



X'Axis Commands: 
Keypad 7 and S 
Shirt Keypad 7 and a 

Keypad 9 
Shifl Keypad 9 

Y-Axis Commands: 
Keypad 4 and 5 
Shift Keypad 4 and 5 

Keypad 6 
Shift Keypad G 



Rotate about the x-axis 

Rotate 90 degrees about the x-^xis 

fdefault) 

Reset x^Bxjs to zero 
Fix X-axis 



Rotate about the y-axis 

Rotate 90 degrees about the y-axis 

(default) 

Reset y-axis to zero 
Fix y-axis 
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b 



r 

1= — ^ 



Z-Axis Commands: 
Keypad 1 and 2 
Shifl Keypad land 2 

Keypad J 

Shi /I Keypad S 

Other Commands: 
Enter 

Keypad , (Decimal Poinll 
Keypad 
Shift Keypad 

Keypad - CMinus) 

; and ' 



:and" (Shift; and') 
<3nd> (Shift, and ShSftJ 



Rotate about the z-axis 

Rotate 90 dogrecs about the z-axis 

CdeffluIO 

Re&et z-axis to zero 
Fix z-axis 



Enter Perspective mode 

Reset perspective center 

R(^t all axes to zero 

Reset all axes to zero and 

perspective center to default state 

Fill the screen with the current 

brush at the current perspective 

Move the brush along the fixed 

axis in a direction perpendicular to 

the brush plane 

Same as ; and ' keys but with a 

greater increment 

Modify observer distance from 

Screen 



Note; If your keyboard does not have a keypad, see your Reference 
Card. 



TOOLBOX COMMANDS 



b 

B 

c 

C 

d 

D 

e 

E 

f 

F 

B 

G 

j 

K 
m 



Brush Selector tool; if clicked again. Corral tool 

Restore last custom brush 

Unfilled Circle tool 

Filled Circle tool 

Continuous Freehand tool 

Continuous Freehand tool with 1-pixel brush 

Unfilled Ellipse tool 

Filled Ellipse tool 

Fill tool 

Fill Type Dialog Box 
Grid 

Crid to current brush position 

Spare page 

Clear page 

Toggle Magnify tool 
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p Palette Window 

q Curve tool 

t Unfilled Rectangle tool 

R Filled Rectangle tool 

f I>aited Freehand tool 

t Tex* 

u Undo 

V Straight Line tool 

> Zoom in (to enlarge magnified image) 

< Zoom out (to shrink misgnificd image) 

, Select Color cursor 

I and ] Move Color Selector up and down the palette 

4 One-pixel brush 

/ Toggle Symmetry 



PALEHE WINDOW COMMAhfDS 



n Display Color Settings Dialog Box 

u Undo color change 

1, 2, 3, or 4 Select Range 1, 2, 3, or 4 

[ and ] Move Color Selector up and down 

<- and -> Move top end of Range bracket up 

and down 

^ and V Move bottom end of Range bracket 

up aivl down 



SPECIAL KEYS 



9 Toggle Info Bar 

Toggle Menu Bar and Toolbox/Palette 

ESC Toggle cursor 

<- and Scroll page; in Texl mode, move cursor 

n Center area under the cursor; In 

Magnify mode,^ move area under the 
cursor to center of magnified area 

Shift Constrain with Rectangle, Straight 

Linc^ and Polygon tools 

CTRL Leave traces with Line or Shape tools 

CTRL a Check memory 

Tab Toggle color cycle 

S Show page 
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Ho left of Toggle stencil 
Spacebar) 

a Repeat last menu option (Again key) 

Spacebar Abort current command 

(For 9 and 0,,u&e.nuinber.key/j:u\maLn.rj3al.'iS,Wh^^ 
alphabet.) ^ 



CURSORS 



1^ Standard 

~r Crosshatch 
I Text 
$ Watch 

Fill Bucket 

■v^ Selecl Color 



B Size 

Ferspeclive Bm$h 



Select items in Toolbox, Paletie, 
and Dialog Boxes; draw with a 
custom brush 

Draw with a built-in brush 
Enter text 

Tell user to wail for completion 

of computer activity 

Fill closed object with a solids 

pattern, perspective, or gradient 

fill 

Change current background or 

foreground color by clicking an 

onscreen color; Select another color 

aftGf using Copy^ Swap, or Spread in 

the Palette Window 

Change size of a built-in brush 

or the Airbrush 

Adjust size and alignment of 

current grid 

Move a custom brush in 
Perspective mode 
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A 

Airbrush lool. 1.3, 4.27 

modifying, 2.17 
Animation wUh color cycling, 3,10-3.11 
AnEi-aliaslng, 3.29, 4.19-4.20 
Apple (#)rniinu, 4,2 

Aboul DtluiePaini 4.2 

Desk Acce&ories, 4.2 

B 

Back-:*Fore Brush, 3 J 4, 4.23 
Back<->Fore Brush, IH, 4.23 
Back->Fore f*iel, 4.22 
Back<">Fore Picl. 4.22-4.23 
Background 
color, 1^1.4 

fixing, 1.15-1,16, 2.12, 3.23^354,4.11 
restoring, 1.15-1.16,4.11 
Bend Horlzonlal command, 4.15-4.16 
Bend Vertical cominand, 3.13, 4.16 
Bland command, 2-2&-2.21, 4.13 
Bmsh Handle, 2.4-2,5, 4,7 
Brush menu, 2.4, 4-]5-4.2a. See also Brushes 
Bend Horizontal, 4.15-4.16 
Bend Vertical, 3.13, 4.16 
Double, 4.15 
FUp Horizonlal, 4.1S 
FUp Vertical, 4.15 
Halve< 4.15 
Options, 4.:9-4.20 
Perspecifve, 4164.19 
Rotate, 4.13 
Shear, 3.12,4.16 
Stretch, 3.13,4.15 
Brush Selector, 1.1M.I2, 2.2, 2 J, 4.2S 
effect on Background color, 2.3 
modifjing, 2.20-2.21 
repositioning lexi with,2 Jl-2.22 
Brushes. See also Brush menu 
bending, 3.13 
built-in, 1.6,2.17,4J5 
changing colors of, 1.4, 2.4, 3.14 
creating custom, 2-2-2.4 
filling with pattern, 3.1S 
handJt,2.4-23,4.7 
keyboard command summary, 4.32 
loading, 2 4. 43 
modifying, 2,17 
palette, 4.23 



resizing, 3.13, 4,16, 4.25 
rotating, 3.25-3.36 
saving, 4 J 

sel>ectinig cxjmplex shapes for, 2.3 
slanting^ 3.12 
symmetrical, 2,9-2.10 
transparent background of, 2-3 

C 

Choose Screen Format dialog Ijox, 2.13, 4.9 

Qide tool, 1,10,4.27 

CLR button, 1.4, 1.15-116,2.12, 431 

Color command, 3.16, 4.12 

Color cycling, 2,16, 3,1(^3.11 

speed of, 3,11, 4.22 
Color RU Bos, 4.6 
Color Indica lor, 1.4, 3.2, 3.14, 4Jl 
Color menu, 4 20-4.24 

Back->Fore Brush, 3.14, 4,23 

Bad«->Fore Brush, 3.14, 423 

Back >Fore Pic t. 4,22 

Back<->Fore Pict, 4 22-4.23 

Cyde,3 11, 4 22 

Default Palette, 1.15,4.23 

Palette, 4.2&4.Z2 

Remap Brush, 4.24 

Remap Picl, 423 

Restore Palette, 4.22 

Use Brush Palette, 4.23 
Colora: 

background, 13 

bruflh, 1 .4 

foreground, 1_4 

number available, 2.13 

page, 1 3 

creating, 2,14-2,16, 3.2-3.10 
Color Settings dialog box, 4.21 
Command key. 1.4, 1.5, 22, 23, 2,17-2.20 
Constraining lines and sh^^pes, 1 .9 
ContinLiQiis Freehand tool, 1.7, 4.25 
Control key (CTRL), l.lO 
Coordinates command, 4.5 
Copy Dommartd, 4,5 
Copy to Spare command, 4.11 
Crc^halr pointer, 1.5, 4.34 
Cubes, Creating. 3.30-3.32 
Cursors, 4.35 
Curve tool, 1.7-1.B,4,26 

modifying, 2.17-2,1* 



INDEX 



Cul command, 4.5 

Cyde comiTidiid (CoW menuj, 3.11, 4.22 
Cycle comtridiid (Mode inenuj, 4.1 4 

D 

Defaul I PakHe camtnand. 1,15, 4.22 

Oefault color settings, 1,3 

Delcle this Page command, 4-lZ 

T3esk Accessories, 4.2 

Disks, copying 1 .1-1 .2 

Dither, 2.19-220,4.27 

Dotted Freehand tool, 17, 4.25 

Dotted lines, 2.17-218 

Double ccattdiand, 4.15 

Double Horizontal CiQmniand, 4,16 

Double Vertical cominand, 4.16 

Drop shadDh^, 3J6 

£ 

Edit menu, 4.4-4 J 

Brush Handle, 2.4^2.5, 47 
Copy, 4.5 
Coordinates, 4.5 
Cut, 4 S 

Exd Brush, 2,3, 4.7 

Fast Feedback, 2,5,43 

Info Bar, 2.6, 4.6 

Paste, 4.5 

Square Aspect, 4.8 

Undo, 4 4 
Ellipse tool, 1,10,4.27-4.28 
Exd tmish. 2.3, 4.7 

F 

Fast Feedback command, 2.5, 4.5 
File menu, 4.2-4.4 

Load Brush, 4.3 

Load Picture, 4.2 

Load &tendl, 4,3 

Choose Printer, 4.4 

Print, 4.4 

Quit. 44 

Save Brush, 43 

Save Picture, 42 

Save Stencil, 43 
Filea 

loflding, 114-1.1 

naming, 1 13 

saving, 1.12-1,14 
FiU tool, 1.8, 3.15, 426-427 

modifying, 2.1S-2.2Q 
Fill Type dialog bosf, 2.18 



Fix Background 1,15-1.16, 2.12,3.23-3.24, 
4.11 

nip i lorizon tal command, 4. 1 5 
Flip Vertical command, 4.1S 
Folders, 1.13 

a-eaHrtg,4J 

namlngp 4.3 

opening, 1.15 
Font menu, 222,4.24 

Point SIecs (B, 10, 12, 14), 4.24 
FoTtf^ground color, 1 .4 
Free Background, 1 .1 S, 4.12 
FreeSfcncil oommar\d, 3.23-3.24, 4.12 
Friskm 3.19 324 

G 

Gradient Fill, 7 ^6, 2.19-220. 3.8,3.17-3.18, 
426-4.27 

Grid dialog box, 2,8 
Grid tool, 2.7-29, 3.30-3.32, 429-430 
modifying grid, 220 



H 

Halve, 4.15 

Handle, brush, 2.4^2.5, 4.14 
Hardware, 1.1 

Mfgh R^lutlon format, 2.13, 4.9 
HSV color mixing, 2.15 

I 

Info Bar. 2.6, 4.6 
K 

Kc^yboard corrunanda^ 

brushra^ 432 

Palette Window, 4.34 

perspective, 4.32-*33 

speda], 4.34 

tools, 4.25-4.31, 4.33 
Keydisk system, 1.2 

L 

Load Brush command, 4 J 

Load Picture command, 1.14-1.15, 4.2 

Load Picture dialog box, 1.14 

Load Standi command, 43 

Lock Foreground, 3.24, 4.1D 

Logo tutoHal, 3.12-3.18 
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M 

Msgrtiiy tool, 2.6, 430 

Make Stendl command, 3.20-3,24, 4.9-4JQ 

Make SlendJ tlialog box, 3.20 

Matte oommand, 3,16-3.17, 4.12 

Medium Res^ttution format 2-13, 4.9 

Memory a va liability display, 4,6, 4.34 

Menu Bar, 1.12, 4.1 

hiding, J 6 
Mixing pjJetle, 2.14-2.16 
Mode menu, ZZl, 4.12-4.14 

BJ&id, 2,30-2,21, 4.13 

Color, 3.16, 3.17, 4.12 

Cyde,4.14 

Matle, 3 16,3.17,4.12 

Multi-Cycle, 4.14 

Replace, 4,12 

Shadfl/2.20L2.2 1,4.13 

Smear, 2.20-2,21, 4.12 

Smooth, 2.30-2-21, 4.14 
Mouse button, 1.4, 1 6, 4.25-4.31 

with Cdmmand key, 1.4, 1.5-1^16, 2.3, 

2.17-2.20.4,25-431 
Muld-Cyde comma nd, 4.14 

O 

C^UoM command, 3.29, 4,19 
OtiUlne of I shape, creating, 3.17 

P 

Page Size command, 2.12^ 4.8-4.9 
Pages, I J, 2.11 2,12 
color, 13 

copy IQ spare page, 4.11 

ddel^ current page, 4.12 

reduced view, 4.9 

sl2e,2.l2,A,e-4.9 

switching, 2.11, 4 11 
Paint cart. Sa Fill lool 
Painting area, 1.3 

Painting modes, 2.20^2^1, 4-6, 4,12-4,14 
Painting Screen, 1,3 

Palette, I J-1.4, 2.1 3-2.16, 3.2, 4.20-4,22, 4 Jl 

creating, 31-3,10 

default, 115 

reaidrln^ 1.15 
Palette commajid, 4.30-4^ 
Palette Window, 2.13-2.16, 3.2, 420^.22 

copying colors, 2.16, 3.3, 4.21 

exdifln|;lng oilors, 2.16, 421 



GradiCTt Fill, 2.16, 3.8-3.10, 4.2^4.27 

modifying Palette, 3.2-3.10 

range for gradlem fill, 3J5-3.10, 3,17-3,18 

ranges and Spreads, 3-6-3,10, 4.21 
Pa5 le command, 4.5 
Pattern fill, 3.15, 4 26 
Perspective, 2.5, 3.25^3^6, 4,lfr4.20 

anti-allasirig,3.29, 4.19^.20 

axes, 3^ 

bni3h,2.5 

command, 4. 16-4.20 
mi, 4.19,4.26 

fixing axes, 333-3.36, 4.17-4.10 
keyboard command summary, 432-433 
rotating ^ush on axis, 3.26-336, 
4.17-4.18 

rotation, absolute and relative, A.19 
roiation value of Shift key, 3 23, 
4.29-1,30 

Kiting perspective center, 3.27, 4.17 
PerspecUve Grid dialog box, 4.30 
Perspective Options dialog boM, 4.T9 
PicI menu, 4 8^,12 

Copy to Spare, 4.11 

Delete this Page, 4.12 

Fix Background, 4.11 

Free Background, 4.11 

Free Stendl, 4,11 

|j>ck Rpr^gpound, 4.10 

Make Stencil, 4 9-4.10 

Page Size, 4.8-4.9 

Reverse Stendl, 4.10 

Screen Format, 4.9 

Show Page, 4.9 

Spare Page 2,11,4.11 

Toggle Stendl, 4.10 
Pixel, 1.6 

Polygon tool, 1.10-1.11,43 
Power up, 1.2-13 
Print command!, ^-^ 

Q 

Quit command, 4.4 
& 

Rectangle tool, 1 ,9, 4.27 
Remap Brush command, 2.4j 4.24 
Remap Rcture command, 423 
Replace command, 4.12 
Resolutlona, screen, 2.13, 4.9 
Restore Palette cpnimand, 1.15, 4.22 
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Reverse StendJ CDinmAnd, 4.10 
RGB color iJiixiTig, 2.\A-2.\5 
RotAte command, 4.1 3 



V 

Version number inTonnaUan, 4.2 



S 



z 

Zoom, 27,13\ 



Save Brush command, 1.12, 43 

Save Picture aammand, l.!24.14, 4 2-4.3 

Save Ficlure dialog box, 1.13 

Save Standi command, 43 

Screen Format command, 2.13, 4.9 

Screen resolutions^ 2.13, 4.9 

ScroU box, 1.13 

Sei Page Sjjte dialog bojf, 4.3 

Shade comniand, 2,21, 4.13 

Shape iQols, modifying, 2.18^2.20 

Shear command, 3.12, 4.16 

Shift key, 1.9,3.28,4 23^.29 

Show Fa ge com mand, 2. 1 2, 4.11 

Slnglo-drive operation, \ 2 

Slanting Lmag€, 3.12 

Smear command, 220^2.21, 4.12 

Smooth command, 2.20-2,21, 4.14 

Spacebar, 1.8, 2.3,434 

Spadng dialog box, 2.18 

Sparc rage command, 2.11,4.11 

Spread, color, 3.6^3.8, 4,21 

Square Aspect, 1.9, 4.S 

Stencils, 3.19-3.24,4.9-4.11 

Straight Line tool, 1.7, 4.25-4.26 

mtxlifying, 2.17-2.18 
Stretch command, 3,13, 4.15 
Symmetry dialog box, 2.9 
Symmetry tool, 2,9-2.10, 430 

modifying, 2.20 

T 

Text, 2.21-2-22, 4.29 
ToggieStcncil, 4AQ 

Tdwlbox, 1 .4, l.S, 17-L12, 4. 25- A. 31. See aha 
individual tool names 
hiding, 2 6 

keyboard commands, 4-35-431, 4^2-434 
modifying tools, 2.17-2.2Q 
Traces, 1.10 

V 

Undo button, 1.4, 1.15,4.31 

Undo command (in Edit menu), 4.4 

Use Brush Palette commajid, 2.4, 3.12, 3,26, 

4.23 
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